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HpaRt of paRkNess 

It took along time to arrive, but it’s obvious why. Heart of Darkness boasts 
some of the best cut sequence graphics and sound ever seen, along with 
foreground and background interaction that takes the genre, famous for 
games like Another World and Fade to Black, to new heights. Heart of 
Darkness has some of the cleverest puzzles to grace a platform game, 
coupled with split-second timing reflex actions. Your skill, and possibly you 
patience, will be tested to the limits. 

aRmv of paRkNess 

There are a variety of different enemies to battle against throughout the 
game, each capable of different attacks and each more dangerous than the 
last. Read on to find out who’s who in Heart of Darkness. 

SHapow 

These are the first type of enemy you come across in the game. The Shadow 
is relatively harmless as it doesn’t hurt you, it simply grabs onto your back 
to slow you down. Just shake it off by pressing your directional pad from the 
left to right or vice versa. 


sHapow moNSteR 

This enemy is very similar to the Shadow, but it quite happily munches on 
you for breakfast, lunch or dinner if you let it get too close. The best thing to 
do is shoot it from as far away as possible. If it gets next to you, it ducks 
down like a cat ready to pounce on a mouse, so lower yourself to its level 
and blow the hell out of it before it eats you alive. 

flVINp SHapow 

These enemies fly around the screen and throw fireballs down at you to kill 
you in a single hit. The best thing to do here is shoot them before they can 
get a shot off. You can avoid their fire by jumping or ducking, but it’s best to 
get rid of them as quickly as possible. 

aRmouR SHapow 

These monsters are probably the worst enemies in the whole game. They 
can throw fireballs along the ground and in the air, which can both kill you 
with a singe touch. If that wasn’t bad enough, when you shoot them they 
divide into two blobs on the ground which, if not destroyed immediately, 
regenerate into two more Armour Shadows. 

wall woRms 

These horrible creatures create holes in the walls that you are climbing on, 
and suck you in alive. As soon as they pop their ugly heads out of the rock, 
shoot them twice to burst them and watch as they fly out around the screen 
deflating in a comedy fashion much like a balloon. 











wall spipeRS 

These slippery customers are rather good at dodging your shots by diving 
around the wall at high speed. Don’t let them get too close or they wrap 
their legs around you and eat you, but that’s not their only trick. They 
excrete green sludge onto the climbing surface that slowly drips down the 
screen. If you should come into contact with it, it makes you slip and fall. If 
that should happen, press and hold the Jump button to grab onto the 
nearest foot hold. 

l evel oNe: caNVON of oeatH 

jump out of your destroyed aircraft and land on the pathway below. Walk to 
the right onto the next screen and jump over the gap onto the following 
screen. Duck down and shoot the Shadow Monster crawling along the 
ground, then without moving too close, shoot diagonally upwards to destroy 
the skeleton swinging in the wind. It’s important to remember that it s not 
the bones that hurt you, but the shadow cast against the background. Do 
the same when you reach the next screen, making sure you don’t go near 

the shadow, then walk on. ^ . 

Shoot the monster that runs towards you; if he grabs onto your back, press 
your directional pad left then right to shake him off. Now walk to the far- 
right side of the screen and shoot up at the over hanging rock above you. 

The wall behind you breaks and a large swarm of Shadow Monsters attack. 
Stand your ground as you can’t shoot if you keep moving around. Hold the 
fire button down for continual fire. Duck to the ground occasionally to make 
sure you get every last one of them, as they duck to avoid your fire. When 
you’ve killed them all, walk right to the next screen. 

Continue to blast the Shadow Monsters on this screen but beware, they now 
also take to the air in an attempt to eat you. Change you attack method to 
take this into account, making sure you can kill all the monsters no matter it 
they’re standing, ducking or flying through the air. As soon as there s a break 
in the action, run to the right again and continue the fight on the next 
screen. There are larger numbers attacking from both sides now, but as soon 
as you’re satisfied that you have killed enough monsters, carry on right to 

the next screen. , 

Duck and shoot the crawling Shadow Monsters then get ready to jump as 
another charges towards you. You have to perform a double jump by hitting 
the jump button twice to avoid being knocked off the edge of the walkway to 
certain death. There are more charging monsters, a couple of which arrive in 
quick succession, so be ready. When you’ve removed them a couple more 
enter, so shoot them before you proceed. 

On the next screen to the right you see another walkway above you with a 
skeleton in the middle cunningly connecting the two. When you’ve killed the 
monsters on the same walkway as you, concentrate on the two above. One 
is ducking down by the skeleton and the other is thumping the ground with 
such force that the first is bouncing in the air and you’re being knocked off 
your feet. Get rid of them both by standing below the one by the skeleton 







and shooting up when he bounces in the air. Then shoot the second with 
diagonal fire before climbing up the ribcage to get to the higher platform. Go 
right to the next screen to receive a short but gripping cut scene. 

As soon as the huge monster eats your gun, start running to the right onto 
the next screen as you're pursued by a lone Shadow Monster. As Andy starts 
to tip-toe across the bridge on the next screen, keep the Run button held 
down so he can start running as soon as he reaches the other side. When 
you come away from the bridge, the chase continues at a faster pace. When 
you cross onto the next screen, just keep running and the monster is 
vaporised by the light shinning through the cracks in the cave ceiling. Now 
walk right once more onto the next screen. 

Walk to the right-hand side of the wall behind you, under the lizard and press 
Up to grab onto the wall in a climbing position. Follow the path of the lizard, 
go up to the top of the screen and on to the next. When the lizard reaches the 
highest point of the next screen, it suddenly dives over to the other side of 
the gap in the wall and clings back onto it again. Do the same by going as far 
up the wall as it allows next to the gap then hold Right. Press the jump button 
then press and hold it again so you can grab onto the other side. This takes a 
little getting used to, but proves to be vital later on in the game. Once you've 
crossed the gap, lower yourself onto the ledge and walk right. 

On the next screen, grab onto the nearest part of the wall that you can climb 
on and dive across the gap to the next part. Follow the lizard up the screen 
and onto the next. As you climb up you see the lizard disappearing up again, 
but you're not going to be able to jump across that gap, so you're going to 
have to come up with another method. Climb up to the ledge with the 
skeleton's foot on it and jump up and down a couple of times. The ledge 
breaks off and you disappear off the bottom of the screen, but soon 
reappear clinging onto the tail of the dinosaur skeleton. When Andy finishes 
his set-piece, climb up and through the ribcage of the skeleton onto the 
screen above that. 

Quick reflexes are needed here to climb onto the jaw of the dinosaur, walk 
right one pace and then jump onto the cliff face to the right before the 
dinosaur's teeth clamp shut. When you have done that, climb up again to the 
next screen onto the ledge. Walk to the right side and grab onto the cliff once 
more. Touch the bone above you and they slip down, making you fall onto the 
ledge again. Walk towards it and you push it so it topples and falls against 
another ledge over to left forming a bridge. To finish this level, simply cross 
your makeshift bridge and climb up. Now sit back and watch the story unfold 
with the cinema sequence that leads you neatly into Level Two. 

Level two: swamplaNPS 

After the storyline has been properly introduced through the cinema scene, 
you should have a much better idea of what's going on. At the end of the 
sequence, you find yourself on the top of a pretty grassy knoll. Unfortunately 
this level doesn't stay pretty for long, so get under way by walking right onto 
the next screen. Grab the rope handing down from the top of the screen and 




pull it down to clear your path to the next screen on the right. 

Stand right on the edge of the water and jump right onto the stepping stone. 
Do the same again to take you onto the next screen, then jump and grab 
onto the swinging vine to take you across the gap in the water. Let go when 
the vine is as far right as possible for a safe landing. From there, jump across 
to the lily pad when the monster is eating and press up to climb the tree 
roots and then go right to the next screen. Stand as far right as possible and 
jump to grab the first vine then wait before jumping to the next one. Hold on 
as it takes you to the next screen then let go to be thrown to the animal in 
the water, which in turn throws you to dry land. Now walk to the right. 

Wade your way into the water and you’re soon joined by two flying Shadows. 
Keep walking to the middle of the screen where the water is deep. When the 
first Shadow dives to grab you, press Down to duck to safety under water. As 
soon as you come up again, walk over the to the far right of the screen 
where the water is deep again and do the same. When it is clear again, go to 
the next screen. Keep moving and walk past the light shining through the 
trees for safety. Should one of the Shadows try and attack they’re vaporised 
by the light. Now walk right onto dry land to the next screen. 

Walk right and climb the wall to get to the ledge on the far right of the 
screen and go through to the next screen. Stand on the edge of the ledge 
and jump right to grab onto the tail of the monster, otherwise he obstructs 
your path later on. When you’ve killed it by dragging it to the floor, walk right 
onto the next screen. When the monster is eating on a firefly, walk under the 
green nest and jump up to it a few times to knock more flies out, make sure 
that quite a few of them go up to the right. Now walk back to the first screen 
with the ledge. 

Climb back up the wall, but keep climbing this time up to the very top and 
onto the next screen. Walk right onto the next screen and then onto the next 
screen again. Wait until the first monster on the left has grabbed a firefly, then 
run past it and jump the gap on the right. When you reach the next screen, 
jump and grab the swinging vine. Keep swinging until the second monster on 
the right starts eating, then jump off and run through to the next screen. 

On the next screen you have to work out how to get past the rocky 
obstruction to the right of the screen. All you have to do is walk as far right 
as you can so that you are next to the bottom rock then press Up to climb up 
to the higher rocks and then press Right to push them clear. Don’t panic, 
you’re meant to slip and go flying down the screen into a neat little cut 
scene. Prepare for landing in a rather precarious position! 

Things aren’t looking too good for our hero right now. As Andy hangs upside 
down by a vine round his ankle, a rather large beast is swimming around 
underneath him. To get out of this rather sticky situation, press the 
directional pad left then right a couple of times until Andy grabs onto the 
tree branch to his left. The beast rises out of the water ready for lunch, but 
Andy forces the branch into its mouth and dives into the water. There’s no 
time to waste, so swim right onto the next screen and keep going through to 
the next screen again. Grab onto the shore and haul yourself out to safety, 
then walk through to the next screen on the right. 

Walk right to the tree and climb up onto the branch. Now grab back onto the 



tree and continue up further onto the next screen. Climb as far up the tree as 
you can; you must try and help the poor animal that’s being attacked by the 
Shadow Monsters, jump right to grab onto the vine and watch with glee as 
the Shadow is killed by the light coming through. As the cinema scene 
starts, you realise you’ve just made your first friend in this strange land. 
Maybe Amigo can help you find Whisky... 

Level tHRee: macic Lake 

As soon as Amigo gets hit in the face with a fireball from the Flying Shadow 
and you fall into the water, swim down to the screen directly below. Swim 
towards the glowing green rock and touch it. You get a nasty shock, but you 
have just gained a magic ability that lets Andy create his own form of 
fireball. As soon as you’ve done that, quickly swim right to the next screen. 
Enter the underwater cave onto the next screen and swim around the bends 
and up onto the screen above. Exit the water and watch as the a small 
rockfall blocks your path back; looks like you’re going to have to find a way 
past the rocks ahead. Stand next to the rocks to the right of the screen and 
press and hold A. This triggers a powerful shot that clears the path for you 
to walk right to the next screen. Kick the little bean thing as far right as you 
can by walking up to it and past it. When it’s against the wall, duck down 
and use your powerful green shot again (A) to turn the tree into a stalk. 
Climb up it to get to the higher ledge then jump right. 

On the next screen, drop down to the lower level and you should knock the 
bean at the bottom onto the water above the man-eating fish, it then floats 
over to the other side. Climb the wall and stand on the edge of the platform 
in the middle of the screen. Shoot the bean by pressing diagonally down on 
your pad to create another beanstalk on the far-right, jump over to it and 
climb up so you can get to the ledge leading to the next screen on the right. 
Drop down into the water and swim down to the screen below. The animal at 
the bottom of the screen here is sucking you down through the water so he 
can eat you; avoid it by keeping as far right as possible while constantly 
swimming right. Continue right and down to the next screen where there are 
two more animals that periodically shoot tentacles out of their mouths that 
grab you and drag you in. Time your progress past them and then past 
another one until you reach an air pocket in the top-right of the screen. Rest 
there for a second before carrying on left onto the next screen. 

This bit is quite tricky but possible. What you must do is quickly swim past 
all three of the sucking animals and exit the screen in the bottom left. To 
accomplish this, swim left along the bottom of the screen at a diagonal 
angle ready to go down to get to the next screen before you’re sucked in by 
the last animal on the left. Now swim around the course to the next screen 
as quickly as possible whilst avoiding the tentacle animal on the way to the 
next screen. As you enter the screen to the right, swim up and right at the 
same time to avoid the next sucking animal. Now exit right as quickly as 
possible or you run out of air! 

Avoid the two sets of tentacle animals as you proceed up to the next screen. 




You must work quickly here as you don’t want to lose a life and have to do 
this entire water section again. The next screen has three of the sucking 
creatures, one on the left, one on the right further up and one at the top 
facing down. Quickly swim between them making sure you stay as central as 
possible. When you are out of their range, swim down the left-hand side off 
the bottom of the screen, and go through the next screen until you come to 
another air pocket. Rest here a moment before returning to the previous 


screen and going off the screen at the top. 

Negotiate your way through this veritable minefield of tentacles until you 
reach another cave. The sucking creature at the bottom of the screen isn’t 
sucking, it’s blowing and trying to force you into the jaws of the hanging 
plant at the top of the screen. Catch you breath then swim right down so 
you’re practically touching the water creature. Swim right facing diagonally 
down so you’re not pushed to the surface and exit to the right. The next 
screen is not nearly as hard as it looks; all you have to do is wait until the 
first tentacles have retracted before you start swimming across the screen. 
You miss all the other tentacles and can use the exit on the right without a 

mark on you. , , 

Swim right and climb out of the water back onto dry land. Walk right to the 
next screen and prepare yourself for some tricky manoeuvres. Use your 
powerful shots to hit the first hanging plant on the right then jump and grab 
onto the wall and quickly shoot the next plant on the right. Move past it 
down to the right so you can exit the screen in the bottom right-hand corner. 
You must move fast because these enemies are only temporarily stunned by 
vour shot and quickly recover ready to snap you up in their jaws. 

When you enter the next screen, there’s a few nasty Wall Worms to dispatch 
before you can continue. You don’t need your powerful shot for these 
enemies; two shots using • will suffice. They’re pretty good at avoiding 
your shots, so it may take a while. When there are no more, drop down onto 
the floor and walk to the left to drop down to the next screen. 

Drop down off the ledge you are on and walk left onto the next screen. 

Shoot diagonally up to kill all the Shadows hanging from the ceiling then 
use your powerful shot twice in quick succession to kill the beanstalk and to 
stun the animal. When you’ve done that, duck and use your shot for the final 
time to hit the bean and create another beanstalk. Use it to take you to th® 
screen above then push the rock on the right into the pit and crawl past the 
hanging plant to the next screen. Destroy all of the Wall Worms before 
exiting to the screen on the left-hand side by climbing down the wall. 

Drop down from the wall and swim through the water onto the next screen 
on the right. Carry on until you reach the next screen and dislodge the rock 
that’s blocking you from the man-eating fish. When you’ve done that, quickly 
turn around and swim back at full speed and climb to safety out of the 
water. Climb back up the wall, crawl past the hanging plant and climb down 
the beanstalk back to safety away from the other plant animal. Now shoot 
the beanstalk again and then the plant. When it’s stunned, jump over the 
bean and kick it back to the right and onto the next screen. 

On the next screen, kick the bean into the water and watch it replace the one 
that was on the mound in the water as the other floats off onto the next 



screen. Now shoot the new bean on the mound and jump over and grab onto 
it. Climb up quickly or the fish jumps up at you. jump to the next beanstalk 
and lower yourself to the platform. Stand slightly to the left of it and shoot 
up to destroy the beanstalk and produce another bean. When it hits the 
ground, kick it onto the next screen and into the water below. Watch it 
nudge the next bean into the water and onto another mound of land on the 
other side of the screen. Shoot the first bean and jump to the stalk and 
climb to the top. Shoot the next bean to produce another stalk and jump to 
that one to climb to the top of the screen and up to the next screen. 

On this screen, shoot the plant to the left and quickly run and climb the wall 
onto the higher platform. From there use another powerful shot to kill a 
second plant hidden on the right side of the screen. When that one’s 
stunned, run and jump the gap then climb up to the next screen. From here, 
carefully climb up a little way then diagonally shoot the first plant on the 
right. Do the same and shoot diagonally left for the second plant then finally 
do the same for the last plant on the top right, jump to the platform on the 
left and go to the next screen. Now all you have to do is climb up and left to 
enter the last area of Level Three. 

Run left as soon as you hear the Shadow Monsters, then turn when you’re 
next to the bean on the next screen and kill all the monsters that come at 
you. When there’s a break in the carnage, shoot the bean and climb up to 
the higher platform and walk left to the next screen. Kill all the Shadows 
hanging from the ceiling then shoot diagonally down on the end of the 
platform to kill the rest of them down on the lower platform. When it is clear, 
walk to the next screen and shoot all of the Shadows there too. When you’re 
done, climb up the wall and exit left. Begin walking across the bridge and 
watch as it breaks. Luckily Amigo is back and he saves you from plummeting 
to the ground. Well done! You’re now on your way to Space island. 

Level fouR: space islaNO 

As soon as the action begins, run right onto the next screen. From here, shoot 
as many of the Flying Shadows and Shadow Monsters as you can until it’s clear 
for you to proceed to the bridge on the next screen. When you walk halfway 
onto the bridge, several Flying Shadows shoot fireballs until it collapses. When 
the action starts again, shoot the Shadow on the right then climb down the 
ladder onto the lower screen and jump across to the rock on the right. Climb as 
far up and right as you can to access the next screen on the right. 

Immediately start shooting at the Wall Worms when they appear; there are 
two to defeat before you can jump over to the other side of the screen onto 
the next one. From there use your powerful shot to destroy the Shadow 
Monster that’s on the ledge. Now climb over to the ledge and lower yourself 
onto it. From here time your jump right onto the vine that’s swinging across 
the very right hand side of the screen. 

As soon as you enter the next screen via the swinging vine, shoot both of the 
Shadow Monsters in turn before they have a chance to eat you. Walk right 
and shoot the next monster on the next screen then return and climb up the 


o 




ladder to the higher platform. Shoot the beanstalk to produce another bean 
then kick it across right onto the next screen. Kick it as far right as possible 
then use your powerful shot again to make another beanstalk. Climb up to 
the next screen then jump left onto the cliff face. 

Shoot the tree root with your powerful shot to stun the evil Shadow long 
enough for you to climb up and past it onto the next screen above. Climb to 
the right and onto the next screen below the root on the right and again use 
your powerful shot to stun it. Now climb quickly up and past it, avoiding the 
root on the left, up to the next screen above. From here, proceed to the top 
while hugging to the right side of the screen to avoid the root while trying to 
shoot the three Wall Worms that are after you. The best thing to do is to wait 
and shoot them all before you go too far up the screen. When they’re dead, 
climb off onto the next screen above once again. 

On this screen, note the drawbridge holding in a few Flying Shadows. Shoot the 
two Wall Worms before proceeding left and up onto the next screen. On the 
new screen, head up to the next screen above for a bit more shooting action. 

Kill all the Wall Worms on the screen then use your powerful shoot to stun the 
first evil Shadow above you. Quickly climb up and left to stun the second, 
then when you’ve done that go to the far-left of the screen and jump down to 
the ledge on the screen below. Walk to the edge of the ledge and push the 
Shadow off the huge rock. It lowers the drawbridge and releases all the Flying 
Shadows. From your current position, shoot all of them and then climb to that 
screen by climbing back along your original route past the two tree roots. 
Climb off the top of this screen and avoid the first falling rock by holding 
Left. Climb right and avoid the second one then jump across the gap to the 
wall on the left of the screen. Climb up here to find the source of the falling 
rock. Dodge left for the first rock and climb right, avoiding the second and 
third ones. Climb up onto the platform and shoot all three of the Shadow 
Monsters in quick succession. When they are all dead, walk left and climb up 
the wall onto the screen above. ^ 

When you reach the next screen, climb right then up at full speed. You re 
soon joined by rather a large group of hungry-looking Wall Spiders. Don’t let 
then distract you from climbing, though, because there’s very little chance of 
you being able to defeat them all. Keep climbing upwards onto the next 
screen, then up the middle of that one until you reach the very top. Press Up 
and Andy hangs by his fingertips on the edge. Watch the next brilliant 
cinema scene to follow his plight to the next level: Rivers of Fire. 

Level 5: RiveRS of fiRe 

After Andy has finally escaped Space island, it appears he has gone and 
landed himself in more trouble - literally! jump down from the big leaf that 
broke his fall then turn and shoot low at the Shadow Monsters appearing 
from the left. When it’s all clear, walk onto the next screen to the right and 
dispatch all of the Flying Shadows and Shadow Monsters there. Now walk 
right onto the next screen and kill the Shadow, then turn and go back to the 
previous screen. On the left-hand side there is a floor pad; trigger it, then 




run right and time a jump just as you exit onto the next screen. If youVe 
cleared the second floor pad on the left of this screen, you can run right 
through onto the next screen, but don’t go any further when you get there 
otherwise Andy falls into the lava and dies. 

Watch the lava jets that jump up at Andy, and carefully time your jump onto 
the next little platform in the middle of the screen. Don’t hang around 
because the ledge crumbles in a couple of seconds, so when it’s clear, again 
jump to the next ledge then jump right and grab onto the wall. Go up and 
left then time your way past the lava jet on the left. When you’re clear, go to 
the very top and then climb right onto the next screen. Take your time here 
and watch the Wall Spider jumping around dropping the green sludge onto 
Andy’s hand and footholds. If you come into contact with it, it makes Andy 
slip off the wall and into the lava, so make your way around it cautiously. 
When you’ve got a clean shot on the Spider, kill it immediately, it moves 
quickly around the wall but don’t continue onto the next screen until it’s 
dead. When all is clear, go right onto the next screen and get ready for some 
quick and skilful shooting. 

Firstly shoot the Shadow on the nearest ledge to you. When it’s dead, quickly 
climb up the wall and shoot the one on the right of the screen. If you don’t 
shoot him quickly, he thumps the ground and you lose your grip on the wall. 

If this happens, press U quickly so Andy can grab on again before he hits the 
lava. Now you’ve only got one more to kill before you can continue; if you’re 
still at the top of the wall, you can direct a diagonal shot down to kill it. 

When it’s dead, jump to the middle section of climbing then onto the high 
ledge. Now jump right and grab onto the wall and continue right onto the 
next screen. Quickly shoot the Flying Shadow on the right of the screen, then 
jump onto the high ledge and walk right to the next screen. Quickly remove 
all the Spiders and Wall Worms while avoiding the shots from the Flying 
Shadows by ducking and jumping. When they’re all dead, return left and 
jump back onto the wall. Now negotiate your way around the lava jets 
across the bottom of the screen onto the one on the right again before 
climbing up to the top of this screen onto the next. 

There are two Wall Spiders on this screen that must both be killed before 
you continue to the next screen above. Go to the bottom-left corner of the 
screen and fire diagonally up to hit them. When they’re out of the way, 
continue up to the next screen whilst trying to keep to the left as you go. 
There are three Wall Spiders and three Wall Worms to contend with here; 
move around the bottom of the screen avoiding the Spiders’ green sludge 
while trying to pick them off. When all the Spiders are dead, move up the 
screen and finish off the Worms before climbing up again onto the next 
screen and up onto the ledge. Now sit back and enjoy the little cut scene in 
which poor little Whisky is getting tormented in his dungeon. 

From the first screen, walk right onto the next screen then shoot right at the 
Wall Worm while ducking or standing, depending on where it is. When it’s 
dead, climb onto the wall and jump across the gap whilst avoiding the lava 
jets to get to the other side of the screen. Now continue right onto the next 
screen to shoot both of the Wall Spiders, making sure you avoid their green 
sludge. When they’re both dead, continue past the two main lava jets by 



going above them. To get past the final smaller jet, wait until it’s down then 
climb down and right onto the next screen as fast as you can. When you’re 
there, shoot the Wall Spider immediately then quickly climb up to shoot the 
first Flying Shadow before it can shoot at you. When it’s out of the way, drop 
down onto the first ledge on the left then jump to the second. As soon as 
you’re there, start shooting diagonally up to the right to kill the next two or 
three Shadows that appear; now continue to the next screen to the right. 
Wait on the left-hand side for a couple of seconds to make sure there are no 
more Flying Shadows waiting for you, then turn and return to the previous 
screen on the left, jump back across the ledges and back onto the wall. Now 
climb under the ledges timing your progress past the lava jets. They have 
quite a simple pattern, so wait a couple of seconds until you’ve got it then 
continue right until you reach the screen back on the right. Avoid the lone 
lava jet here, then lower yourself onto the ledge with the bean on it. Kick it 
right as far as you can, then duck and shoot it (not the power shot) over to 
the other side of the ledge. When it’s there, use the power shot to turn it into 
the beanstalk then return left to the previous screen to negotiate the lava 
jets again so you can return to this screen from the higher ledge. When 
you’re back, shoot the two Flying Shadows that attack then climb to the top 
of the stalk and jump right onto the top of the wall. Climb across to the gap 
on the left then up onto the next screen above. Now walk right for the end- 
of-level sequence and Level Six. 


Level 6: caves of Doom 

To help the Amigos Andy has befriended, he decides to get to the magic rock 
to give them all the power to fight the Flying Shadows on an even keel. This 
level is pretty short, but that doesn’t mean it’s easy. There are two or three 
occasions where you’re going to have to move quickly and precisely to 

complete it and get the magic rock, so be ready! u • 

As soon as the action begins, jump right down the hole on the right of the 
screen before the rock can crush you against the wall. Note the three 
alternately-stomping rocks on the next screen; don’t try to pass them or it s 
certain death for Andy. Instead, turn around and stand on the light grey rock 
and fall down to a lower screen. Now quickly turn left and walk to the next 
light grey rock on the ground, then duck and quickly use a power shot to 
change the bean into a beanstalk located on the left of the screen. This stops 
the rock on the left crushing you to death. Now walk right to the next screen 
and push the button on the right wall before returning to the previous screen 
and dropping down the hole that has now appeared and go right. 

On the next screen, note the bean on the floor and the Shadow on the rock 
to the right. Kick the bean one pace to the right and use your power shot to 
turn it into a stalk. Climb up and kill the horrible Shadow then jump right 
onto the rock and onto the next screen. From here you must shoot all of the 
Shadows before you proceed. When they’re all dead, drop down the hole on 
the right and turn around to face more nasty Shadows that need killing. 
When all of them are out of the way, you notice there’s a rock poking down 





from the ceiling in the middle of the screen. This is connected to the magic 
rock that you could see in the previous screen. You have to find a way of 
pushing that rock up through the water, but don’t panic; it’s really quite 
straightforward. Duck down onto hands and knees, and crawl right through 
the gap on leading to the next screen. 

You must now crawl to the middle of the screen and carefully time your way 
past the falling rock to the bean on the right. When you reach it, simply turn 
around and crawl back with the bean in front of you, to the previous screen. 
When you’re there, kick the bean to the middle, directly below the rock that’s 
poking down from the ceiling and use your power shot to turn it into a stalk. 
Well done - you’ve got the magic rock right were you wanted it, but hang on - 
it’s not quite over yet. After the cut scene has finished, run right to the next 
screen and help all of the Amigos shoot the Flying Shadows. When they’re all 
dead. Amigo grabs your arm and whisks you into the Master’s Lair. 

Level 7: iNto tHe laiR 

After enjoying the end-of-level sequence, it’s straight back to the action, so 
run right onto the next screen and keep going until you’re halfway across. 
Kill all the Shadows and the Flying Shadows here then climb onto the wall 
and follow it back to the first screen. Now drop down onto the ledge that the 
Shadow was previously stood on and use your power shot to make yourself 
a doorway through to the main part of the level. 

Use your power shot to kill the Guard, but be sure to use your power shots 
again to shoot the two lumps of goo that are left behind. If you don’t, they 
turn into new guards. Continue right onto the next screen and walk carefully 
across the chain to the middle. Two Flying Shadows attack; simply duck to 
avoid their shots then continue right onto the next screen making sure you 
don’t run or you fall off the chain. On the next screen, shoot all of the 
Shadows that are on the ceiling then kill both of the guards making sure you 
shoot the goo they leave behind. When they’re dead and it’s all clear, 
continue right to the next screen for some precision moves. Stand right on 
the edge of the pink pad on the floor without touching it and duck down to 
continually shoot right killing the Shadow who’s waiting for you. When it’s 
dead, time your jump over the pad and run past the next two stoppers by 
waiting until they both come down together before going. It may take a 
couple of attempts, but it’s not that tough if you get the timing right. 

From the edge of the ledge on this screen shoot all the Wall Worms. When 
you’re happy they’re all dead, climb down the wall on the right-hand side to 
the screen below. Drop down and kill the Shadow Monster then hit the pink 
button on the right-hand side of the screen and climb along the wall and 
jump across to the ledge and onto the next screen on the left. Now kill the 
Shadow and press the next button on the wall in the middle of the screen. 
As soon as you’ve done that, run back to the right and jump to the ground 
on the previous screen. Now quickly turn and kill all of the Shadows and 
climb back up to the screen above. When you start climbing back towards 
the high ledge on the left, a few Wall Spiders attack. When you’ve got rid of 




all of them, retrace your steps back to the screen with the chain that crosses 
the gap back at the start of the level. When you’re there, try to run across the 
chain and you fall down to a lower screen. 

When you enter the next screen, start shooting at the Shadows and the two 
Guards on the right. Try and get rid of the Shadows first because it makes it 
easier to kill the Guards without any distractions. When it’s all clear, go to 
the next screen on the right and kill the two Shadows there. When they’re 
dead, jump to the right of the screen and step on the pink button on the 
floor; it activates the bricks in the middle of the screen. Climb down the 
bricks and climb right to drop down onto the pink floor button furthest away 
on the right. This opens the stopper on the left and loads of Shadows attack. 
Kill them all, then jump over the other button and go left onto the next 
screen. Run right over to the left side of this screen then go down the ladder 
and activate the pink button before returning back to the screen with the 


floor buttons. • u* 

Step onto the button in the middle of the screen and the stopper on the right 
opens. Kill the two Guards that come through, then go right onto the next 
screen. Walk far right then go down the ladder to the screen below. What 
you need to do here is to get across the top of the wall where the Worms 
are, and onto the next screen on the left. The easiest way to do this is to 
drop down to the bottom of the ladder and power shoot the Guard in the 
middle of the screen. As soon as the two lumps of goo regenerate into two 
Guards, power shoot them both so there are four lumps of goo on the floor. 
Now quickly climb up the ladder, then when all four Guards have appeared 
and the Wall Worms start eating them, quickly cross the wall and exit left. On 
the next screen, climb left all the way to the other side of the screen until 
you think you can’t go any further. Look back to the right of the screen down 
by the Lava and you see some bricks that have appeared, jump across to 
them and climb up as far as you can, then jump far left next to 
go onto the next screen. Kill the Flying Shadow that attacks from behind 
then walk left onto the next screen for a mid-level cut scene. You re halfway 

As soon as the action begins again, you must stand in the middle of your cell 
and use a power shot to shoot up at the bean. When it falls to your feet, use 
your power shot once more to make it grow into a beanstalk. Now clinib up 
and push the rock down the hole on the right-hand side of the screen for a 
neat little cut scene. Now push the pink button on the far right of the screen 
and run and jump to the left onto the next screen. The idea here «s to drop 
down onto the lower level and hit the silver button on the left to lift the 
stopper above it, but it just isn’t as easy as all that thanks to the Wall Worms 
that are in the area. Climb onto the wall near the ledge and shoot down until 
the guard turns into two lumps of goo. When they’re about to regenerate, 
jump over to the left and run to the button. As soon as you’ve pushed it, 
climb up the left side of the wall while the Worms are snacking on the Guards 
then jump left onto the ledge and go onto the next screen. Drop down off the 
higher ledge on this screen and walk left to the next screen again. 

Shoot all the enemies on this screen, making sure you get rid of the Flying 
Shadows as soon as possible. When they’re all dead, carry on to the next 



screen on the left and kill more Shadows and a Guard. When it’s clear, step 
on the silver floor button furthest to the left then climb up the wall and exit 
the screen from the ledge in the top left. When you walk onto the next 
screen, you see a little cut scene in which the Master of Darkness takes 
Andy’s magic rock power away; oh no, what are we going to do? The best 
thing to do is to drop down the hole in the middle of the screen onto the 
wooden box on the ground. Stand still, then just before one of the Shadows 
can attack you, a Guard fires a ground fireball, jump it and it burns the 
wooden box, letting you fall down to the screen below. Now get ready for 
some serious running action. 

When you reach the next screen you’re chased practically to the end of the 
level so start running to the right immediately. On the next screen jump over 
the Shadow crouched down then stop running as soon as you come to the 
edge of that screen. Walk carefully across the chain, and then start running 
again until you reach the edge of the ledge on the next screen. Drop down 
and crawl through the gap on the left. Keep going until you reach a little 
cave with a silver button on the left-hand side. Push the button then turn 
and jump over the Shadow that’s following you and crawl back across the 
previous screen. When you reach the screen where you jumped down, run 
and jump to grab onto the wall on the right of the screen, when you get onto 
the next screen above be ready to run left. Run onto the next screen and 
across to the next again, make sure you run over both the floor pads on this 
screen and keep going left, jump the hole in the floor you created earlier and 
keep going until you reach another hole in the ground on the far left of the 
final screen. Drop down and watch the end-of-level sequence. 

Level 8: HeaRt of oaRkNess 

Wait a minute; isn’t that the monster that ate Andy’s gun earlier in the game? 
Doesn’t that mean you’ve got your gun back because you’re in there too? Use 
your Fire button and Andy turns the big fat monster inside out to escape. Now 
kill all of the Shadows and progress to the next screen on the right to kill a 
whole load more. When they’re all dead, carry on right again to the next 
screen. On the next screen, kill all the Guards then climb the ladder and enter 
the next screen on the right on the higher ledge. Kill both of the Flying 
Shadows then jump to the middle ledge and drop down and press the silver 
floor button. Before the Guards can shoot at you, quickly run left to the 
previous screen and then back up the ladder and return to this screen again, 
jump across the two gaps and exit the screen on the higher ledge to the right. 
This screen is quite tricky, but the best thing to do is try and get rid of the 
Flying Shadows first by ducking down and shooting right. When they’re 
dead, kill the Shadows hanging from the ceiling then drop down and take 
care of the Guard. When it’s all clear, proceed right onto the next screen and 
kill everything there. Once the Guard is out of the way, a few Shadows 
appear from under the ladder. Kill them, then climb the ladder and exit the 
screen on the right on the higher platform. You are now entering the final 
stages of the game. The idea is to collect all the pieces of the magic rock 




that are scattered around in an attempt to get rid of the Master of Darkness 
once and for all. First of all, go right through the opening to the next screen 
on the right and walk right kicking the first fragment against the wall then 
turning and returning it to the Servant on the screen to the left. 

Now return right and climb the ladder in the middle of the screen to the 
screen above. On the next screen crawl left and shoot the Shadow that 
attacks, when you reach the next screen do the same then climb the ladder 
on the left of the screen and shoot both of the Shadows at the top. Watch 
the final Shadow on this screen and fall down the gap on the right of the 
screen when it*s on the left and kill it. Crawl left back to the ladder and then 
climb up to the top ledge once more. Run right to the gap and jump when 
you step onto the silver floor button. On the next screen, immediately walk 
right so the stopper doesn’t crush you and climb the ladder on the right of 
the screen up to the next. As soon as you reach the top, kill the Shadow to 
your right or he has you for dinner. 

Turn to the left and jump the gap in the walkway and go onto the next 
screen, where you find the second fragment of the magic rock. Now all you 
have to do is retrace your steps back to the Servant. Kick it right and then 
down through the gap you jumped over moments ago, drop down yourself 
and walk it over to the right of the screen. Turn around so the fragment is on 
your left, and crouch down on the silver floor button and shoot it left, under 
the stopper onto the next screen. Climb down the ladder next to the stopper 
and go left onto the next screen as well. Now crouch down and nudge the 
fragment in front of you left to the lowest walkway by the ladder. Now 
crouch and nudge it right under the lowest gap onto the next screen; there 
you should continue right and knock it down the hole on the far-right, jump 
down behind it; now all you have to do is walk left to where the Servant is 
waiting. Excellent, only one more fragment to go! 

Follow your path back to where you found the previous fragment of the 
magic rock and you see a Shadow at the bottom of the screen walking left 
and right over a series of floor buttons triggering two stoppers. Wait on the 
right of the screen until the Shadow walks under you and the stopper raises, 
letting you run past top the left of the screen where there’s a ladder. Climb 
up and wait until the Shadow walks under you once more so you can run 
past the second stopper and jump to the ladder in the middle of the screen. 
Before you climb up, walk to the right and kill the two Guards on the next 
screen, then when they’re dead return to the ladder and climb up to kill the 
next two Guards on the screen above. When they are dead too, climb up the 
ladder on the left of the screen and kill another two Guards. When it’s clear, 
step on the floor button on the top-left of the screen then run right and stop 
on the next screen. Duck down and shoot the final fragment right onto the 
small lift so it goes down to the ledge below. Return to the previous screen 
on the left and go down either ladder so you can step on the other floor 
button on the lower level. When you’ve triggered it, run right onto the next 
screen and shoot the fragment onto the second small lift so it returns to the 
higher level. Now return to the previous screen and back up the ladder, 
trigger the higher button once more and run to the screen on the right. Duck 
and shoot the fragment again right until it falls down the hole on the right of 



the screen. When youVe done that, return to the previous screen for the last 
time and make your way down to the screen below. Go right to the screen 
where you killed two guards earlier and kick the fragment back to the left. 
Now retrace your steps back to the Servant. Take you time when passing the 
stoppers, but it shouldn’t pose too much of a problem. If you get stuck, just 
refer to the previous fragment solution to help you. 

When the cut scene ends the Servant points you left through the door, so 
follow his prompt and go to the next screen on the left. Carry on to the next 
screen and kill the two Guards by the stopper. When they’re dead, you see 
another cut scene in which the evil Servant kills Whisky - oh no! Better keep 
going, so walk under the now-raised stopper and fall down the hole. Kill all 
the Shadows and the single Flying Shadow on the next screen and proceed 
down to the screen below. Now you’re on the final stretch, the final fragment 
of the magic rock is only a few screens away. Kill the two Guards on your 
right and carry on right to the next screen, prepare yourself for the toughest 
challenge in the entire game. 

Stand on the left side of the screen by the two stone tusks and kill all the 
Shadows on this screen. Watch out for the ones that try and get close 
behind you by shooting diagonally up to the right. Range your fire from just 
right to ducking right and then diagonally up to guarantee victory. When it’s 
all clear, carry on to the next screen on the right. Stand on the little crack on 
the left of the screen, so that any Shadows that get behind you can be seen 
and taken care of. When you’ve shot a couple of the Shadows on this screen, 
the Master of Darkness himself makes an appearance. He occasionally 
raises his arm and fires a double firebolt at you. They travel across the 
screen towards you in much the same vein as the Guards’ firebolts, so you 
must time your double jumps just as they hit the floor and begin travelling 
towards you. When you’ve killed all of the Shadows, run over to the next 
screen on the right. Start shooting right away at the Shadows, after a few 
seconds they’re re-enforced by two Guards that fire at you. This means you 
have to avoid the Master’s double shots as well as the Guards’. This screen 
is really tough and will probably take you many attempts to complete, but 
you get used to timing your jumps and it seem easier every time you try it. 
When the screen is emptied, run right towards the fragment on the right of 
the screen and the excellent end-of-game sequence starts. 

When the action starts again you’re in the dark and ghostly noises and 
shadows appear around you. The idea is to attack one of the ghostly beings 
that appears on the screen periodically without hitting the others. The ghost 
you must attack is coloured white; it sort of looks like a pillow with arms! 
You must attack it around about seven times to complete the level and the 
game. Watch out for the other ghosts, though; if you get too close or attack 
them, they can kill you - try to keep clear of them and concentrate on the 
white ghost only. 

When the next cut sequence begins, you’ve completed the game. Sit back 
and enjoy the ending and the excellent credits sequence. Keep watching, 
though, because after that you can watch a short cartoon and the end 
sequence again in 3D as long as you have some 3D glasses handy. Well 
done; Andy is no longer afraid of the Dark! 



bLoodv ROaR 

The latest PSX beat-’em-up features characters that can morph into beasts 
and take on a whole new fighting strategy which involves many new 
technical moves. Over the next few pages, we look at all the characters as 
well as their moves and the damage they can inflict. We’ve split the moves 
into three categories: Human, Beast and Combos. 

When in Beast Mode, press • and you’re given another series of attacking 
opportunities. There is also a Rave Mode feature that you can enter when in 
Beast Mode by pressing A; this speeds up your Combos and increases your 
damage potential. 

vu^O: tHe map peRSueR 


Age: 

17 

Sex: 

Male 

Blood Type: 

B 

Nationality: 

Japanese 

Height: 

175cm (Human) 
177cm (Beast) 

Weight: 

67kg (Human) 

71kg (Beast) 

moves 

Mid Punch: 

Punch 

Low Punch: 

f. Punch 

Spinning Low Punch: 

iT, Punch 

Spinning High Punch: 

Punch 

Leaping Elbow Smash: 

K, /»+Punch 

Spinning Kick: 

Kick 

Flying Spinning Kick: 

♦, ^+Kick 

Dashing Elbow Smash: 

I' V ^+Punch 

Dashing Uppercut: 

4 iT ^+Punch 

Jumping Knee Smash: 

^ \ i^+Kick 

Flip Kick: 

4 jT 4-+Kick 

Reverse Spinning Low Punch: 

4 iT+Punch 

Reverse Spinning Kick: 

4 j^+Kick 

Reverse Spinning High Kick: 

i »v+Punch 

Charging Punch: 

Dash ^+Punch 

Sliding Kick: 

Dash ■►, •♦‘+Kick 

Giant Leg Smash: 

Dash ■♦+Kick 

Smashing Uppercut: 

Dash -^+Punch 


CROUCHING OR CROUND attacks 


Uppercut: 


Punch 







Rising Uppercut: 
Double Smash Kick: 
Ground Punch: 
Ground Kick: 

Flying Head Kick: 


Mid Slash: 

Leaping Twin Slash: 
Low Slash Swipe: 
Lifting Attack: 

Spinning Back Swipe: 
Flip Kick: 

Triple Attack+Dodge: 
Twin Uppercut Slash: 
Punch+Uppercut Slash: 


Punch, Kick, Kick 
Beast+Punch, Punch, Punch 
^+Punch, Punch, Punch, Punch 
^ % -►+Punch, ^+Punch, Punch 
f +Kick, Kick 
%+Kick, Kick 

-►+Kick, 4 +Kick 
Beast, Punch, Kick, 4 +Kick 
4 +Beast, Beast, Beast 
Punch, Punch, Beast 

papo: tHe meRceNaRV of leceNo 


Age: 

43 

Sex: 

Male 

Blood Type: 

0 

Nationality: 

French 

Height: 

187cm (Human) 
188cm (Beast) 

Weight: 

75 kg (Human) 
78kg (Beast) 


moves 

Elbow Smash: 

^+Punch 

Mid Punch: 

%+Punch 

OverHead Elbow Smash: 

\+Smash 


««'+Punch 
Kick, Kick 
4 +Punch 
f+Kick 
f, f+Kick 

Beast mope 

Beast Button 
Beast+^ 

\+Beast 
4 +Beast 
^+Beast 

^+Beast 

Beast, Punch, Kick, f +Kick 
♦ +Beast, Beast, Beast 
Punch, Punch, Beast 

cortiBOS 







Spinning Elbow Smash: 
Spinning Low Punch: 

Knee Smash: 

Leaping Head Stomp Smash: 
Reverse Spinning High Kick: 
Spinning Kick: 

Spinning Mid Kick: 

Low Kick: 

Low Punch: 

Reverse Low Swipe: 

Flying Kick: 

Shoulder Charge: 

Charging Knee Smash: 

Triple Punch and Throw: 
Charging Power Punch: 
Charging Triple Kick: 

Double Stomp Kick: 


4 -+Punch 
j^+Punch 
^+Kick 
f /»+Kick 
^+Kick 
if+Kick 
%+Kick 
♦ +Kick 
^+Punch 
^ iT+Kick 
f, f+Kick 
^ ^+Punch 
^+Kick 
f ■►+Punch 
4 jT ◄-+Punch 
4 4-+Kick 
^ \ ^+Kick 

OR GROUND attack 


CROUCHING 


Double Uppercut: Punch, Punch 

Uppercut Kick: f+Kick 

Ground Elbow Smash: ^ +Punch 

Ground Kick: ♦ +Punch 

Beast mope 


High Slash: 

Mid Slash: 

Leaping Twin Claw Swipe: 

Low Slosh: 

Back Leg Low Reverse Sweep: 
Reverse Spinning Kick: 

Flip Kick: 

Flying Dive: 

Leaping Headbutt: 


Beast Button 
■►+Beast 
4 +-^+Beast 
I'+Beast 
jT+Beast 
-^+Beast 
K f /f+Beast 
Dash ^+Beast 
-►+Beast 


comBOS 


^+Punch, Punch 

%+Punch, Kick 

Beast, Beast, Special Move 

Beast, ♦ +Beast, Beast, Special Move, ^+Beast, Beast 
^+Beast, 'l+Beast 
^ +Beast, Beast, Special Move 
\+Punch, -►+Punch, Beast 






BakuRVU: tHe stRikeR in oaRk 


Age: 

Unknown, Around 6o 

Sex: 

Male 

Blood Type: 

Unknown 

Nationality: 

Classified 

Height: 

153cm (Human) 
147cm (Beast) 

Weight: 

51kg (Human) 

67kg (Beast) 

moves 

Spinning Mid Swipe: 

■►+Punch 

Rising Mid Strike: 

>i+Punch 

Low Punch: 

4 +Punch 

Spinning Backhand: 

<^+Punch 

Leg Punch: 

iT+Punch 

Forward Flip Kick: 

^+Kick 

Leg Kick: 

\i+Kick 

Low Kick: 

4 +Kick 

Spinning Kick: 

jT+Kick 

Spinning Side Kick: 

4»+Kick 

Flip Kick: 

\ ♦ ^+Kick 

Reverse Low Punch: 

f jT+Punch 

Reverse Kick: 

^ jT+Kick 

Charging Leg Spin: 

Dash ■♦►+Punch 

Charging Jump Kick: 

Dash -^+Kick 

Double Palm Smash: 

■♦>+Punch 

Rising Kick: 

^+Kick 

Teleport (to behind opponent): 

1- >i ^+Kick 


CROUCHING OR CRouND attacks 


Mid Punch: 

i,Punch 

Face Kick/Forward Flip Kick: 

i, Kick, Kick 

Ground Punch: 

4 +Punch 

Ground Kick: 

♦+Kick 


Beast moDe 

High Slash: 

Beast Button 

Charging Twin Claw: 

■►+Beast 

Uppercut Slash: 

♦, 4 -+Beast 

Twin Slash: 

<^+Beast 

Sliding Knock-Down: 

%+Beast 

Low Slosh: 

4 +Beast 








Leaping Forward Smash: 


Spinning Throw: 
Ground Slashes: 


Overhead Smash: 
Moving Mid Slash: 
Roll Away: 


K f >f+Beast 
^♦■+Beast 
^+Beast 

♦ #+Beast 
i4-+Punch+Kick 

♦ +Beast, Beast, Beast, Beast, Beast 


comBOS 


Punch, Punch, Punch, f+Kick, Punch 
Punch, Punch, Kick, Kick 
Punch, Punch, Kick, ♦+Kick 
Punch, Kick, Kick, Kick 

Punch, Kick, Kick, ■►+Kick, ^+Kick, f+Punch 
Kick, Kick, Kick 

Kick, Kick, ^+Kick, ◄■+Kick, t+Punch 

Kick, Kick, <4'+Kick 

V+Punch, Punch 

>i+Punch, Kick 

>i+Kick, Kick 

Beast, Beast, ♦ +Kick, Kick 

^+Beast, Beast, ♦ +Beast 

^+Beast, Beast, Special Move 

-►+Beast, Kick, Kick, -►+Kick, ◄-+Kick, f+Punch 

^+Beast, Kick, Kick, Beast+Kick 


mitsuko: tHe passioNate seaRCHea 


Age: 

Sex: 

Blood Type: 
Nationality: 
Height: 


Weight: 


39 

Female 

AB 

Japanese 
182cm (Human) 
183cm (Beast) 
78kg (Human) 
85 kg (Beast) 


moves 


Head Attack: 

Twin Fist Slam: 

Head Punch: 

Twin Uppercut: 

Low Punch: 

Overhead Smash: 
Leaping Twin Fist Slam: 
Head Heelkick: 


Punch 


<^+Punch 

^+Punch 

^+Punch 

4 +Punch 

if+Punch 


IV ♦ /»+Punch 
Kick 







Reverse Spin Kick: 

Low Heel Kick: 

Shin Kick: 

Knee Kick: 

Leaping Face Kick: 

Shoulder Charge: 

Sliding Kick: 

Spinning Mid Punch: 

Charging Smash Kick: 

Reverse Low Punch: 

Reverse Standing Sweep: 
Flying Kick: 

Charging Head Slam: 

Giant Somersault Neck Throw: 
Giant Ground Stomp: 


«f-+Kick 
4 +Kick 
%+Kick 
■►+Kick 
\ f ^+K\ck 
Dash -►+Punch 
Dash ■►+Kick 
■►+Punch 
^+Kick 
4 jT+Punch 
4 iT+Kick 
♦ ,Kick 

4 iT ^+Punch 
4 % ^+Kick 
4 If ^+Kick 

OR ground attacks 


CROUCHINC 


Leaping Uppercut: ♦ +Punch 

Rising Kick: ♦ + Kick 

Ground Punch: 4 +Punch 

Ground Stomp: 4 +Kick 

Twin Heel Kick: ^ +Kick 


Beast mope 


Charging Headbutt: 
Headbutt: 

Spinning Shoulder Charge: 
Dashing Uppercut: 

Twin Fisted Uppercut: 

Low Charge: 

Leaping Headbutt: 

Leaping Slam: 

Bear Hug and Body Slam: 
Charging Headbutt: 
Reverse Low Swipe: 


<4-+Beast 
Beast Button 
■►+Beast 
\+Beast 
4+Beast 
if-f-Beast 
4 +Beast 
1 % 4 ^+Beast 
i^+Punch+Kick 
Dash ■►+Beast 
4 if+Beast 

comBOS 


Punch, Kick, Punch 
^+Punch, Kick, Kick 
Kick, Punch 
\i+Kick, Kick, Kick 
^+Kick, Kick, '♦+Kick 
Beast, Beast, Special Move 
If+Beast, Beast 

Punch, Punch, Beast, Beast, Special Move 






LONC: tHe fist of PeStlNV 


Age: 

26 

Sex: 

Male 

Blood Type: 

A 

Nationality: 

Chinese 

Height: 

179cm (Human) 
181cm (Beast) 

Weight: 

71kg (Human) 
74kg (Beast) 

moves 

Back Leg High Kick: 

Kick 

Spinning Powered Double Kick: 

^+Kick 

Side Kick: 

\+Kick 

Ankle Kick: 

I'+Kick 

Spinning Sweep Kick: 

j^+Kick 

Forward Spinning Body Kick: 

*4-+Kick 

Leaping Reverse Kick: 

\ f /»+Kick 

Elbow Smash: 

^+Punch 

Spinning Low Punch: 

^i+Punch 

Palm Smash: 

+Punch 

Low Punch Power Smash: 

iT+Punch 

Powered Double Palm Smash: 

◄■+Punch 

Leaping Head Strike: 

f. /^+Punch 

Charging Elbow Smash: 

4 ^+Punch 

Mid Elbow Power Smash: 

^ -^+Punch 

Jumping Double Kick: 

\ ^+Kick 

Giant Head Stomp: 

\ if ^+Kick 

Elbow Smash: 

Dash ^+Punch 

Flying Kick: 

Dash ^+Kick 


Rising Uppercut: 
Handspring Kick: 
Ground Punch: 
Ground Kick: 


CROUCHINC OR GROUND attacks 

t+Punch, Punch 
f+Kick 
^+Punch 
I'+Kick 


Beast mope 


High Slash: 

OverHead Leg Slam: 
Low Double Claw Slash: 
Flip Kick: 


Beast Button 
^+Beast 
\i+Beast 
f, f+Beast 








Low Slash: 

Low Back Leg Sweep: 

Reverse Back Leg Kick: 

Giant Foot Stomp: 

Leaping Head Throw: 

Flying Somersault Head Smash: 
Back Flip Charging Shoulder: 
Ground Slash: 


^ +Beast 
If+Beast 
-♦-+Beast 
4 if 4 -+Beast 
4 % ^+Beast 
Dash ■►+Beast 
<^+Beast 
4 +Beast 


comBOS 


Punch, -♦►+Kick, 4+Punch, Kick, i^^+Punch, 4+Kick 
Punch, 4+Kick, ^+Punch, Kick, 4+Punch, -►+Kick 
Kick, ■♦>+Punch, 4+Kick, Punch, ^+Kick, 4+Punch 
Kick, 4+Punch, ^+Kick, Punch, 4+Kick, ■►+Punch 
-►+Punch, Punch, 4 +Kick, ^+Punch, Kick, 4+Punch 
4 ^ ^+Beast, Beast, Beast, Beast, Beast 


alice: tHe aNcel in couNteRattack 


Age: 

17 

Sex: 

Female 

Blood Type: 

B 

Nationality: 

japanese/German 

Height: 

154 cm (Human) 
155 cm (Beast) 

Weight: 

57 kg (Human) 

68 kg (Beast) 


moves 

Rushing Knee Slam: 

^+Kick 

Sliding Attack: 

Dashing ■►+Kick 

Rushing Low Punch: 

^+Punch 

Charging Shoulder Barge: 

Dashing ^+Punch 

Flying Punch: 

4, Punch 

Twin Hand Slam: 

if+Punch+Kick 

Head Grip Somersault: 

^+Punch+Kick 

OverHead Slam: 

^+Punch 

Mid Punch: 

V+Punch 

Powered Head Slam: 

\ 4 ^+Punch 

Powered Mid Punch: 

◄■+Punch 

Power Spinning Low Punch: 

If +Punch 

Low Punch: 

4+Punch 

Twin footed Head Slam: 

■►+Kick 

Shin Kick: 

V+Kick 

Low Ankle Kick: 

4+Kick 







Half Spin Leg Sweep: 
Reverse Spinning Head Kick: 
Jumping Rising Kick: 

Reverse Low Punch: 

Reverse Leg Sweep: 

Rising Spinning Uppercut: 
Powered Shoulder Charge: 
Handstand Head Kick: 

Flip Kick: 


i^+Kick 
♦•+Kick 
\ f ^+Kick 
♦ iT+Punch 
f ^+Kick 
f >1 ^+Punch 
f If -^+Punch 
'f \i -♦>+Kick 
'f If ^+Kick 


cRoucHiNc OR CRouND attacks 


Rising Twin Fisted Slam: 
Backward Handstand Flip: 
Twin Fisted Ground Strike: 
Splits Kick: 

Somersault Splits Kick: 
Handspring Somersault Kick: 


Punch 

Kick 

f+Punch 
4+Kick 

f+Beast (when in Beast mode) 
Beast Button (when in Beast mode) 


Beast mope 


^+Beast 
Beast Button 
^+Beast 
\+Beast 
^ +Beast 
jT+Beast 
◄■+Beast 
% f ^+Beast 
j^+Beast 
^ % -^H-Beast 
^ 4-+Beast 

comBOS 

Punch, Punch, Punch, ^+Kick 
Punch, Kick, Kick, i^+Kick 
Punch, Kick, Kick, ^-n-Kick 
Punch, Kick, Kick, I'+Kick 
<^+Punch, Punch, Kick 
♦ +Punch, Kick, Kick 
\+Punch, Punch 
j^+Punch, Kick 
Kick, Kick, ^ +Kick 
Beast, Beast, Beast, f +Beast 
4 +Beast, Special Move 
^ +Beast, Beast, Beast 
^+Beast, Beast, Kick, Punch 


Charging Flip Kick: 

Head Punch: 

Jumping Head Kick: 

Diving Twin Legged Kick: 
Low Punch: 

Half Turn Low Kick: 
Jumping Twin Footed Slam: 
Overhead Flip Kick Slam: 
Reverse Punch Sweep: 
Leaping Head Throw: 

Jump and Land Head Kick: 






Punch, Punch, Punch, ^+Punch, Beast, Beast, Beast, ◄■+Beast 
V+Kick, Beast, Beast 


CRec: tHe OBsessep waNoeReR 


Age: 

35 

Sex: 

Male 

Blood Type: 

0 

Nationality: 

USA 

Height: 

197cm (Human) 

203cm (Beast) 

Weight: 

100kg (Human) 

120kg (Beast) 

moves 

Head Slam: 

^+Punch 

Mid Slam: 

>i+Punch 

Low Jab: 

^+Punch 

Mid Backhands: 

iT+Punch 

OverHead Double Slam: 

-^+Punch 

Jumping Overhead Slam: 

\ i ^+Punch 

Step Through Kick: 

^+Kick 

Low Kick (front leg): 

\+K\ck 

Shin Kick: 

f+Kick 

Low Kick (Back Leg): 

^+Kick 

Half Turn Back Kick: 

♦•+Kick 

Jumping Rising Kick: 

\ f ^+Kick 

Reverse Low Punch: 

f if+Punch 

Reverse Sweep: 

4 i^+Kick 

Flying Half Turn Kick: 

-^H-Kick 

Charging Head Slam: 

^+Punch 

Flying Head Smash: 

Dashing ■►+Kick 

Twin Fisted Dive: 

Dashing i^+Punch 

Powered Uppercut Smash: 

4 If ’^+Kick 

Lifting Throw: 

4 V ■►+Kick 

Spinning Leg Throw: 

4 \ ^+Punch 

CROUCHING 

; OR GROUND attacks 


Smashing Ground Elbow: 
Ground Kick: 

Leg Stomp: 

Lifting Strike: 

Lifting Throw: 


f+Punch 
f+Kick 
Kick 
Punch 

Beast Button (when in Beast mode) 






Beast mope 


Mid Swipe: 

Beast Button 

Swiping Backhand: 

■^+Beast 

Twin Handed Slam: 

li+Beast 

Low Swipe: 

f +Beast 

Double Claw Smash: 

iT+Beast 

Face Swipe: 

^+Beast 

Lifting Uppercut Smash: 

i ^+Beast 

Grab and Triple Throw Slam: 

4 % ■►+Beast 

Lifting Throw: 

4 -4-+Beast 

Charging Chest Smash: 

Dashing i^^+Beast 

Mid Swipe: 

-^+Beast 

Backward Back Smash: 

\+Punch, Punch, Punch 
+Punch, Kick, Kick 
f+Punch, Punch 

<^+Beast 

comBOS 

Beast, Beast, Beast, Beast, Beast, 4 +Beast 

Beast, f+Beast 

Beast, Beast, Special Move 
<4-+Beast, Beast, Beast, Beast 

<4-+Beast, Beast, Beast, ♦+Beast 

fox: tHe cLaw of iNsaNity 

Age: 

22 

Sex: 

Female 

Blood Type: 

0 

Nationality: 

UK 

Height: 

i86cm (Human) 

190cm (Beast) 

Weight: 

65kg (Human) 

65 kg (Beast) 

moves 

Mid Swipe: 

^+Punch 

Rising Uppercut: 

\+Punch 

Low Punch: 

+Punch 

Double Low Punch: 

iT+Punch 

Spinning Head Swipe: 

◄■+Punch 

Flip to Behind Opponent: 

% f ^+Punch 

Side Kick: 

■►+Kick 

Step Through Mid Kick: 

%+Kick 








Low Kick: 

Standing Sweep: 

Spinning Head Kick: 

Flip Kick: 

Reverse Spinning Low Swipe: 
Reverse Sweep: 

Rising Knee Uppercut Smash: 
Rising Mid Strike: 

Charging Flip Head Smash: 
Triple Mid Smash: 

Powered Uppercut Smash: 
Rising Uppercut Kick: 

Rising Windmill Kick: 

Flying Kick: 

Overhead Neck Snap: 


f +Kick 
j^+Kick 
<^+Kick 
^+Kick 
^ iT+Punch 
4 J^+Kick 
■♦>+Kick 
■►+Punch 
Dashing+Kick 
f ^1 ^+Punch 
4 jT ^+Punch 
^ >1 ^+Kick 
^ if <^-fKick 
♦ .Kick 

■►+Punch+Kick 
OR GROUND attacks 


CROUCHING 


Rising Uppercut Slash: 
Twin Ground Strike: 
Twin Leg Sweep: 
Ground Kick: 

Ground Swipe: 

Back Leg Kick: 


Punch 

♦ +Punch 
Kick 

♦ +Kick 

f +Beast (when in Beast mode) 
Beast (when in Beast mode) 

Beast mope 


Swipe Kick: 

Forward Mid Jab: 

Low Slash: 

Low Jab: 

Twin Legged Low Kick: 
Spinning Backhand Swipe: 
Charging Twin Clawed Swipe: 
Roll Back: 

Flying Headbutt: 

Forward Roll Slam: 

Flip Back Handjump Slam: 


Beast Button 

■♦*+Beast 

%+Beast 

♦ +Beast 
jT+Beast 
◄■+Beast 

♦ \ ^+Beast 

♦ If 4-+Beast 
Dashing ^+Beast 

'♦►+Beast 

-4-+Beast 


comBOS 


^+Kick, Kick, Kick, Kick, Punch 

♦ + 4 -+Kick, Punch, Punch 
\i+Punch, Punch. Punch 

♦ +Kick, Kick 

^+Punch, Punch, Punch, ♦+Kick 

♦ +Punch, Punch 
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NUcLeaR stRike 


This, the second PSX game in the Strike series, challenges all you combat 
freaks out there. If you’re sick of trying to destroy LeMonde and can’t quite 
get him, this guide is for you. 

Level ONe: TUNcle waa 

missioN oNe - smoke pits 

This is the first mission you tackle. It involves having to destroy three smoke 
pits. Don’t waste ammo on anything else, or you’re sorry later. All three pits 
can be found easily enough using your radar. When you’ve found them, use 
your rockets to do the most damage. After they’ve been wiped out, you get 
the call to go and save Nick, who happens to be a spy who’s been caught. 
The blue dot on the map shows you his location. When you reach the area, 
destroy all the huts and buildings as to avoid the ambush that takes place 
as you try to lift Nick out of the area. Once you’ve lifted him out, fly to your 
base and off-load him. 

missiON two - RecRuit Naja 

You’re informed that a hospital camp is under attack and you’re needed to 
offer support. Get the location from your map and head over there. When 
you reach the co-ordinates given, you see the camp surround by heavily- 
armoured tanks that are battering the defences. Circle around the camp wall 
and use your cannons destroy all enemies vehicles. Naja now tells you to 
follow her on her bike. She has a machine gun mounted on the bike so she 
can shoot troops, but you need to deal with the vehicles she encounters. 
Make sure she manages to cross the bridge, otherwise the mission’s a 
failure. When she reaches the enemy camp, pick her up and restock for the 
next mission. 


missiON tHRee - liBeRate Town 

Collect the crate next to the position you collected Naja from, and take it to 
the blue dot indicated on your map. Here you see the troops stocking up on 
guns in their bid to free the town. As your men flood into the town, back 
them up and start taking out the heavier defences, including the tanks and 
boats. 


miSSION foUR - RlVeR foRt 

You’re informed that the Apache that you’re flying is too badly damaged and 
that you need to place it down and swoop choppers to a Huey. Find the 
position on the map then head over to the camp and swap choppers. Once 









in the Huey, head over to the River Fort. When you arrive at the perimeter’s 
defences, take everything out and destroy the two bridges. This helps in two 
ways. The first is that it stops any reinforcements from coming in, and the 
second is it means your boats can get in close and offer some support. Now 
wipe out the remaining buildings to flatten the Fort. 

missioN five - Rescue elite tROOps 

Before you fly into the area and rescue your guys, collect the ammo and 
armour. Now fly to the first location quickly, but take your time to seek out 
the tanks that are covering the area. Destroy all the enemies first before you 
start airlifting. If you try to just fly in and collect them, it takes too long and 
your armour can’t sustain the amount of firepower you attract. If you 
manage to rescue all twelve guys, you get the support of three more Hueys 
later. 

missioN SIX - captuRe tHe ceNeRals 

You now need to fly to the bottom right of the map, where the blue dots are 
indicating. To complete the next mission, pick up all the captured Generals. 
You can identify them by the red outfits they wear. You first need to blow the 
building up and then cease fire while waiting for the Generals to appear 
from the ruins. Naja’s troops help out on this, and the number elite troops 
you rescued in the previous mission dictates how many Hueys you have for 
support. 

missioN seveN - TUNcle foRtaess 

When you arrive in the area, destroy all the tanks, troops and gun turrets 
you can see in the temple area. Once that is down, drop Naja off so she can 
go underground. Don’t stray from the area too much as you need to offer 
support and destroy any reinforcements that might arrive on the scene. 
Eventually she tells you to attack the convoy. 

missioN eicHt - HUNt lemoNPe 

As you reach the convoy, destroy everything - don’t leave a stone unturned 
in your pursuit of LeMonde. When everything has been wiped out, go back 
and collect Naja. You’re instructed to head back to the base and to finish the 
level. 


Level 2: cut tHRoats 

Before you start any of the missions, fly to the top of the map and destroy 
the buildings in the area and find the Extra Life in one of them. On the right 
at the far end of the map, you find another extra life in the red and white- 
striped buildings. Now fly to the island to the top-left of the map and pick up 









the massive bomb. Collect the two brown crates and drop them off at their 
drop points nearby. This makes some Nitro Glycerine appear. Collect the 
Nitro and use it when you want to cause maximum carnage on a big scale. 
When you do decide to drop the bomb, press and hold down L2 then press 
R2. 


missioN ONe - coNtact casH 


The first thing to do is to collect the brown box near where you start and 
drop it at the place indicated by the blue dot on the map. With this easy part 
of the mission done, collect Harding Cash. Now destroy the grey building 
behind his house to reveal another stash of cash. 

missiON two - asat lauNCH 

With the cash onboard you can now seek out the three ASAT missiles. The 
first one you find easy to destroy; just blow up the ground beneath it to 
make things easier to hit. Now blow up the two boats from a distance to 
enable you to get closer to the submarine that’s carrying the second missile. 
The best way to deal with the sub is to destroy it with one of your special 
missiles attached to your wing. This also takes out the missile at the same 
time. The third is slightly trickier. First, shoot the tanks patrolling the area 
then land on the zone next to the bunker. Cash gets out and break into the 
bunker. Now it’s a case of destroying the missile as the doors open and then 
collect Cash. To discover a new weapon, head to one of the islands and take 
out the tanks and perimeter defences. Near the edge, next to the two fuel 
pods you see something that looks similar to one of your wing power-ups - 
in fact it’s a new weapon! 

missioN tHRee - octao aiRfielP 

Go to the airfield and drop Cash off at the landing zone. He then gets into 
the bulldozer and destroys a lot of the rocket launchers and one of the 
helicopters from around the airfield. You now need to blast the Hell Rangers 
before they take off, otherwise you have to avoid missiles being fired at you 
from the air as well as the ground. With them out of the way, blow up the 
buildings on the airfield to find the armour and ammo that’s located within 
some of the derelict buildings. 

missioN Four - lUNk fleet 

Fly to the right and intercept the lead junk boats, then use your missiles and 
machine guns to sink them. The best way to tackle the boats is to circle 
them as you fire at them, thus avoiding the their missiles. Once they’ve all 
been sunk, head to the next group of blue dots on your map and drop Cash 
off at the landing zone. Now destroy the towers, allowing Cash to get in and 
free his allies. 







missioN five - siNk ist fleet 


Fly over to the co-ordinates your map displays and try to sink most of the 
ships whilst they are still in the port. It proves a difficult task as you come 
under considerable attacks from the rocket launchers on the shore, so now 
is the time to use your big weapon and wipe out the region. With this done, 
head out and sink any ships that got past you, but remember the whole 
thing is on a time scale so you need to stop them all before they reach the 
bank. 


missiON SIX - missile Boats 


This is another time-based mission, so you need to move fast. The boats are 
really hard to sink, so you need to use all your heavier weapons to destroy 
them. The mission is made somewhat easier if you collect the mines 
indicated on the map. These can then be dropped in the path of the boats to 
help sink them. When all four boats have been sunk, destroy the two 
shipyards in the areas indicated. 

missioN seveN - oestRov BaRRacks 

The first thing to do is drop off Cash on the landing area where he helps to 
destroy several towers for you. If he misses any, shoot the tower to destroy 
it, not the gun turret at the top. When they’re all down, head up to the AAA 
gun behind the concrete structures and fly round it. This makes it turn and 
fire at you, but in the process destroys the structures themselves. Now fly 
over to the courtyard and kill as many men as you can. 

missiON eicHt - militaRV Base 

When you first get to the base, drop Cash off. He penetrates their defences 
and takes over one of their own tanks. He then uses this to destroy more 
enemy tanks as he roams the base. Whilst this is going on, you need to take 
out the perimeter defences and then fly slowly through the base destroying 
everything, including the missile launchers and gun turrets. When you blow 
one of the grey buildings up, you find it contains Hwong’s brother. Collect 
him to complete the mission. 

miSSlON NINe - HWONC 

Head out to sea and the oil rig. Destroy the four towers on the corners and 
blow up the remains of what’s left. Before you tackle their forces, make sure 
you’ve replenished your armour and stocked up on ammo. With the rig 
sinking, Hwong makes a run for it in his boat escorted by helicopters. 
Concentrate on the helicopters first and shoot them out of the sky. With this 
done, Hwong lands his boat. Destroy it then pick him up to finish the level. 








Level tHRee: couNtPOAVN 


missioN one - Rescue aceNts 

You need to rescue three SIROK agents to complete the level, so the first 
thing to do is get their positions on the map. Fly into the areas and shoot up 
the defences before collecting the agent. If you go straight in and try to 
collect them, you get destroyed as your armour will not hold out. If you find 
a lot of troops in the area, use the tear gas on them to knock them out. 

missiON two - stop tRaNspoRteRS 

The task here is to destroy the four transporters. The best way to deal with 
them is to wait until they are closing in on a petrol station and then blow the 
station up. The explosion is so great that it takes the transporter up with It. 
When your pursuit of the second one takes place, you are told that the pods 
nearby can be hoisted up. Do this then drop them on the transporters to 
cause more damage. 


missioN tHRee - escoRt bus 

This is one of the harder missions, as you need to escort the bus to safety, 
but you can control where it turns. When you get to a road block, make sure 
the bus turns in the direction you want it to by blowing up one of the blocks 
to offer it access. When you come to the first junction, destroy the left 
barrier as this takes you away from the tanks nearby. At the second junction, 
destroy the left barrier again as this means you only have to tackle a few 
enemy motorbikes and a couple of boats. When all the dignitaries are safety 
aboard the boat, collect Andrea to finish the mission. 

missioN fouR - cet coBRa 


Head out to the landing zone near the museum and drop Andrea off, then 
give her some cover with your guns while she breaks Into the base and 
prepares the Cobra chopper. Now take out all the tanks and troops in the 
area and attract them away from the Cobra. Once youVe done this, land next 
to the Cobra and climb into the new chopper. Once you’re back m the air, 
shoot and destroy your old chopper to cause a big explosion and destroy 
everything in the vicinity. 

missioN five - coveR aiRlift 

This is an easier mission than the previous few. Your firepower has increased 
ten-fold due to the new machine you’re flying. Basically, you need to use the 
machine guns to spray across the field at the troops, then use your bigger 
arsenal to take out the enemy tanks. 









missioN SIX - escoRt Diplomats 

You can’t let any of the diplomats die, or it’s ‘mission over’, so this mission 
proves a difficult one. First, you need to shoot all the enemy troops you 
encounter, then destroy the archway in the left wall. This means that the 
diplomats can run past and to safety without having to cross the line of fire 
from the tanks, if you don’t succeed, the diplomats won’t make it past the 
tanks. 


missiON seveN - collect supplies 

This is a timed mission, and you need to collect as many crates as possible. 
When you’ve collected some of the boxes, head over to the stadium in the 
bottom right of the map and drop off the crates. Don’t open them, just land 
with them. You should be able to collect four or five crates before you run 
out of time. 


Level fouR: plutoNium 

The first mission starts at Mission Eight and is, in actual fact, a continuation 
of Level Three. 


missiON eicHt - escoRt taaiN 

The best way to complete this mission is to stay ahead of the train rather 
than behind it. Before you drop Andrea off, destroy the bridges displayed on 
the map, but avoid the train ones as this makes it easier. When all the 
bridges have been taken out, shoot everything else in the area that might 
hinder your task. Now stock up with missiles and shoot the lever by the rail 
track. This switches the light from red to green and allows the train to 
continue along its route. You now need to fire your missiles into all the tanks 
and artillery to keep the passage clear. 

missioN NiNe - pestRov BRioces aNo hq 

You need to destroy all the bridges first, then follow up by taking out the 
mobile radars. This disables a lot of the enemies operations, making life a lot 
easier for you. You now need to keep an eye out for the enemy helicopters, 
they prove difficult to hit as they can out-manoeuvre you. When you get a 
lock on one of them, take it out quickly with your most powerful missiles. 

Level five: saBReyet 

missioN ONe - collect aNPRea 


Missions won’t come any easier than this. All you have to do is get Andrea’s 












co-ordinates from your map and then fly over and collect her. You shouldn’t 
come into contact with any enemy fire. 

missiON two - maiN Battlefielp 

This is a long and very hard mission. You can’t win; the task ahead of you is 
to hold out until your bombers fly in. This takes about 25 minutes, and in 
that time the enemy constantly bring in more and more supplies. Try to stay 
in your own area of the map. Trying to cover all areas only results in you 
running out of fuel or armour. If you head to the top-right corner of the map, 
you notice something that looks like a large green cross. This is a new 
weapon, like the one in the second level. Now send your strongest tanks out 
to guard the road bridge on the middle left of the map. They work together 
and prove almost invincible when grouped together against the enemy. Use 
the Aio to help take out some of the enemies tanks. Your area of the map 
occasionally displays T-55 attacking your section. Drop off Andrea, so that 
she can destroy some of them coming from the tunnels. Don’t let Andrea die 
when she reappears, or it’s ‘mission over’. One way to block the tunnels is to 
collect the artillery shells and drop them near the entrance to one of the 
tunnel exits then shoot the shells to cause an explosion that blocks off the 
exit. As long as you keep the majority of your buildings intact, the bombers 
eventually come and wipe out the enemy forces. 

missioN tHRee - RetuRN to Base 

There’s nothing to this mission. All you need to do is to collect Andrea if you 
left her at one of the drills, and to change back to your Commanche 
helicopter. Once this is done, fly back to your home base. 

Level SIX: aRmapeopoN 

There are several other modes of transport in the next level, and they can be 
found in the following positions: • • u ^ 

• The Hokum is inside a large house on the right of the map, distinguished 
by the reddish-coloured roof. 

• Destroy the building in the bottom-right of the map to reveal a Super Rail 

• Finally, the T-90 is in the house similar to the building that contained the 
Hokum, but is at the top-centre of the map. 

missiON ONe - PROtect ageNts 

Head to the north-east of the map and destroy the tanks and troops that are 
closing in on Cash and Naja. Once this is done, blow up the block in front of 
the drill then follow your commando as he goes along and does the rest of 
the work. Collect Naja and Cash then change into the Havoc. 








missioN two - pestRov tne toweRS 


At the start of the mission you see six towers located on your map. Fly over 
and destroy two of the guns on each tower to cripple them. When you’ve hit 
all six, fly to the building in the middle of the area and destroy it to reveal 
the radar. Now destroy the radar. Whilst this is all going on, direct your 
troops to the bridges and get them to destroy them. This prevents any 
reinforcements from arriving. To add to this. Hack breaks into the enemy 
base and wipes out some Razor Turrets to help you. 

missioN tHRee - emp tRUcks 


The first thing to do is drop Naja off at the landing zone. She then locates 
the EMP trucks. At this point, you won’t be able to fire any missiles, so you 
need to dodge the T-90S. When you do start to destroy the trucks, you notice 
some of them are decoys; continue shooting them to expose the power-ups. 
To complete the mission, destroy all of the trucks. 

missioN Four - cuaRoiaN cuns 

Drop Cash off at the landing zone while avoiding the surrounding tanks and 
the heavy bombardment that you encounter. When you finally land. Cash 
heads over to the enemy tanks and disables their invulnerability; now use 
your more deadlier weapons to continue the destruction. When you see 
Cash again, pick him up and make sure the big guns are all destroyed to 
finish the mission. 


missioN five - oestROV icbitis 

You need to drop Andrea near the house. These are on wheels and she gets 
in and literally moves the building. By doing this you uncover the missiles 
and their hidden bunkers. Now use the Super Rail Gun you found at the 
beginning of the level. Some of the sites are dummies which turn into an 
ambush as you’re surrounded by T-90S. Don’t waste your ammo on them - 
just get out of there and concentrate on finding the real sites. 

missioN SIX - sHiva^s paccea 

This is rather easy for an end-of-game mission. With Andrea’s help and your 
Super Rail Gun, destroy the target as quickly as possible. 
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suikopeN 

Can you solve this great RPG? You’ve some serious searching to do if you’re 
to find all 108 characters, all the ‘bonus’ items and the hidden ending. We’ve 
put together a guide to grabbing the goodies and recruiting allies. If you’ve 
missed anything, now’s your chance to find it. 

Here’s the run down on all 108 characters and where to find them. 

• Main Character.You 

• Lepant.Kouan 

• Mathiu.Seika, top house 

• Luc.joins when you liberate castle 

• Humphrey.Arrives after Pannu Yakuta 

• Kasim.joins after fall of Moravia Castle 

• Kwanda .After Pannu Yakuta 

• Pesmerga .Return to Neclord’s castle 

• Gremio.Gregminster 

• Warren.jail, Moravia Castle 

• Kun To .Kirov, after secret factory 

• cleo.Gregminster 

• Viktor.Lenankamp 

• Valeria.Elven Castle 

• Griffith.Battle at Northern Checkpoint 

• Clive.Bar at Rikon (appears randomly) 

• piiK.Arrives after you beat Kwanda 

• Camille.Kaky, in bar 

• Kreutz .Dragon Knights’ Fortress, lower floor 

• Stallion .Arrives after Pannu Yakuta 

• Kage.Secret Factory - costs 20,000 bits 

• Fu Su Lu.Great Forest after Pannu Yakuta 

• Kirkis.Arrives at Castle HQ 

• Milich.After Scarleticia Castle 

• Pahn.Gregminster 

• Sonya..Captured at Floating Fort 

• /\nji.Pirate’s Fortress. Take Tai Ho and Yam Koo 

• Tai Ho.Kaku, in bar 

• Kanak.Pirate’s Fortress. Take Tai Ho and Yam Koo 

• Yam Koo.Kaku, downstairs in bar 

• Leonardo.Pirate’s Fortress. Take Tai Ho and Yam Koo 

• Hix.Warriors’ Village, joins later 

• Tengaar.Rescue from Neclord’s Castle 

• Varkas .Arrives at HQ 

• Sydonia.Arrives at HQ 

• Eileen.Recruited with Lepant 

• Leon.Kalekka. Return with Mathiu’s letter 

• Georges.Inn, Kirov. Beat him in game 










































Ivanov .Scarleticia. Return with Milich 

jeane .Runemaster’s, Antei 

Eikei.Teien. Need to be level 40+ to recruit 

Max r.!..Northern Checkpoint, after Moravia 

Sancho.Northern Checkpoint, after Moravia 

Grenseal .Joins when you beat Tao 

Alen .Joins when you beat Tao 

jesla.Antei. Recruit after Kimberly 

jgj^ba.Rikion appraiser. Show him item he can’t 

appraise 

Lorelai .Inn, Kouan. Need to be high level 

Blackman.Kalekka. Don’t tread on plants 

Joshua.After dragons restored at Dragon Knights’ 

Fortress 

Morgan .Temple of Qlon 

Mose .Kirov, after Secret Factory 

Esmeralda.Antei inn. Give her opal ring 

Melodye.Kirov; give Sound Rune from Kalekka 

Chapman.Armoury, Antei 

Liukan .Rescue from prison 

• Fukien .Qlon Temple 

• putch .Dragon Knights’ Fortress after Joshua 

• Kasumi.Arrives at HQ 

• Maas .Frest Village 

• Crowley.Secret cavern, caves of Qlon 

• Puma .Outside Dragon Knights’ Fortress 

• Moose.Warriors’Village; take Meese, Maas & 

Mose 

• Meese .Smithy, Dwarven Village 

• Sergei .Kaku bar. Recruit when have HQ 

• Kimberley .Antei. Recriut when you have letter from 

Mathiu 

• Sheena .Inn, Seika. Take Lepant 

• Kessler.Secret Factory 

• Marco.Warrior’s Village. Win 5,000 bits in game 

• Gen.Teien, house near graveyard, after rapids 

• Hugo .Qlon. Needs War Scroll from caves 

• Hellion.Teien, inn 

• Mina.Antei, inn (wear toe shoes) 

• Milia.Dragon’s Den 

• Kamandol .Teien, recruit after Gen 

• juppo.Lepant’s house 

• Kasios .Scarleticia, after Milich 

• Viki.Passage beyond Forest Village 

• Rubi.Inn, Kobolds’Village. Take Stallion, Kiris & 

Sylvina, all level 30+ 

• Vincent.Jail, Moravia Castle. Return after escape 

with Warren and Viktor 













































• Meg.Kaku, near inn. Take juppo 

• Taggart.Arrives at HQ 

• Giovanni .Arrives at HQ 

• Quincy.Garan. Need large number of characters 

• Apple.At Mathiu’s, Seika. 

• Kai .Garan 

• Lotte.Rikon. Grab her vcat in Kaku and return it 

• Mace .Take Maas, Meese, Mose & Moose to Seek 

Valley 

• Onil .Arrives at HQ 

• Kuromimi.Great Forest, after fall of Elven Village 

• Gon .Great Forest, after Pannu Yakuta 

• Antonio .Inn, Seika. Recruit when Marie asks for 

chef 

• Lester.Kirov. Taste stews in houses holding 

washing line, then go to big house 

• Kirke.Lorimar. Leave & re-enter 

• Rock.Lepant’s house, Kouan 

• Ledon.Kirov, after Secret Factory 

• Sylvina...Joins after Pannu Yakuta 

• Bell...!..!.Kirov, after Secret Factory 

• Gaspar.Kaku bar, downstairs 

• Window.Inn, Warrior’s Village. Need Window 

Crystal 

• Marie.Inn, Seika. Need HQ 

• Zen . .Qlon. Need red, blue & yellow flower 

seeds 

• Sarah.Kirov, doing washing 

• Sansuke.Forest Village 

• Qlon.Teien. Won’t come first time you meet him 

• Templeton.Burned Village of Elves 

• Krin.Turns up at HQ 

• Chandler.Kwanba. Recruit when have castle 


utility Items 

These are bonuses that won’t affect your success with this adventure, but 
they’re a nice little sideline. Here’s where to find them. 

paiNts 

Give these to Ivanov for his mural 


• Black.Chest, Liukan’s Hermitage 

• Blue.Hardware shop, Rikon 

• Green.Chest, Neclord s Castle 

• Pink.Chest, Moravia Castle 

• Red.Scarleticia Castle 






































• White 

• Yellow 


.Chest, Kouan 
.Hardware shop, Teien 


seeps 

Used to recruit Zen 

• Hardware shops in Rikon, Warriors* Village & Teien 

WINDOW settiNC^s 

Give to Window to change window frames 

• ..Chest, Secret Factory 

. ..Chest, Scarleticia 

• 2 !.Chest, Dragon Knights’ Fortress 

• 3.Wandering monster. Dragon’s Den 

SOUND settiNCS 

Give them to Melodye to change the background music 

• ..Chest, Soniere 

• 1 y. * *.Chest, Neclord’s Castle (Floor 3) 

. ..Chest, Seek Valley 

• 3.Wandering monster. Floating Fortress 

oLd Book volumes 

Give to Hugo for his library 

• 1.Chest, Pannu Yakuta 

• 2.Chest, Qlon Cave 3 

• 3.Bookshelf, Qlon 

• 4.Bookshelf, Dragon Knights’ Fortress 

• 5.Chest, Dragon’s Den 

• 6.Chest, Soniere 

• 7.Chest, Northern Checkpoint 

• 8.Chest, Kalekka 

HINtS & tips 

Here’s a few helpful suggestions to help you on your quest. 

secRet eNDiNQ 

To complete the game with 108 characters you must beat Teo in the duel 
with Pahn - Get Pahn’s level into the low 30’s and his weapon sharpened to 
Level 12. Keep choosing Defend. Now, if you recruit all the other characters, 
Leknaat appears before the final battle and ressurects the fallen Gremio. 



























apvaNCiNC Levels 

Advance through the levels by wandering around and fighting monsters. 
Good places to do this are Kalekka, the caves at Qlon and Neclord’s Castle. 
Take a weak character in a strong party and he can advance several levels in 
a single fight. 

COIN came. ROcklaNP/waRRiOR^s viLLace 

When you meet Marco, first time you bet, the coin is under the RIGHT cup. 
Second time, it’s under the MIDDLE cup. After this it varies. Bet on the first 
two games, then leave and come back - it works over and again. Use this to 
build funds early on. It does not work when Marco is in your castle. 

BeatiNc ceoRces 

Choose a game with five matching pairs and find a pair near the centre. The 
ripple effect leaves the game almost complete. 

Stuck? 


Go talk to Mathiu - he often holds the key to your next task. 







Deao Ball zoNe 


There are, quite literally, no holds barred in this tactical but excruciatingly- 
violent sports game from GT Interactive. If you’re finding your tactical 
assaults are being snubbed by the computer-controlled opponent’s 
headbutts or bombs, you need to get dirty with this complete player’s guide. 
It shows you when a standard sweeper attacking wedge should be replaced 
by a good solid knee below the belt, which is more often than you think! 


tHe came 

Dead Ball Zone is a futuristic sports game reminiscent of American football 
or Rugby. There are eight players on each team, incorporating a goalkeeper, 
defenders, sweepers, wingers and forwards in a variety of different 
formations. You must throw the glowing steel ball into opposite goal for 
points, and when the four quarters of time are over, the team with the most 
points wins. Each team is capable of injuring the other to a point where team 
members are killed. A limited number of weapons are available to assist 
your victory, including bombs and guns which, when used correctly, can win 
you possession of the ball as well as injure your opponents to varying 
degrees. 


foRmatioNS 

As in all the different variants of football, there are different formations you 
can choose before and during play. Dead Ball Zone has six of these 
formations, each offering different advantages and disadvantages that can 
effect the state of play. Your choice of formation depends on the strengths 
and weaknesses of your team and that of your opponents. 

staNoaRD 

The most basic of all, the Standard Formation sees your players showing a 
strong mid-field flank which makes it harder for your opponents to get the 
ball through to your goal. With two players up front, a fast break on the 
rebound is possible with assistance from your two defenders at the rear, 
though this also depends on your opponent’s choice of formation. 

staNoaRD offeNSive 

The only difference from the Standard Formation here is the addition of a 
forward in the place of your centre midfield. It would be wise that this player 
should be particularly strong, as you’ll be using him to push forward on the 
attack, and to fall back for extra defence. A strong throwing arm is good as 
he’s your main goalscorer. 








staNPaRD sweepeR 


In this formation, you see the forward has been replaced by a sweeper and 
has moved back to allow your other players forward. Make sure your 
sweeper is agile enough to avoid attacking opponents and has a strong arm 
to be able to make long passes to the wingers on an attacking manoeuvre. 
This is one of the most versatile formations, due to the amount of the pitch 
you can cover safely with your eight players. 

attack souap 

This, as the name implies, is a real fighting formation. The only rule here is 
to make sure your forwards are strong so they can inflict some serious 
damage on the opponent’s midfield and defence. With the advantage of a 
strong defence due to your sweeper’s central position, you can afford to 
make some mistakes and really go for some tricky moves without having to 
worry too much about an opponent’s fast break on the rebound. 

mipfielp 

This formation should only be used by a confident team that can play well in 
all areas of the pitch. You see your defence has been almost sacrificed for an 
attacking strategy, so make sure your sweeper is in a fit condition, as he 
takes quite a beating if you don’t keep possession of the ball. It might also 
be wise to strengthen your wingers so they can make attacking breaks and 
supply crosses to your forward players. You can also bring them central if 
you’re caught out with an unlucky rebound. 

sweepeR vaRiaNt 

In contrast to the Attack Wedge, this formation places all your players into a 
defensive strategy. This formation drops your two forwards back, which is 
supported by your two wingers as well as being backed up by two defenders 
and an attacker up front. Using this formation with only one player up front, 
you find it hard to keep him alive for long, so make sure you substitute him 
if he’s getting seriously injured. 


sweRviNC tHe Ball using vour pLayeas 

<ANL) 


On the surface of each of the pitches, there are a number of patterned 
squares. When the ball crosses over them, it changes the path of the ball in 
what at first seems to be in a random manner, especially if there are two 
squares lined up. When you get used to them, though, they are a very useful 
ally, giving you the opportunity to swerve the ball around you opponents 
and into the goal from as far back as the halfway line. Alternatively, using 











the L2 and R2 buttons on your controller, you can use whichever player’s 
holding the ball to either shoot or pass using either left or right curl. This can 
be used to best effect in throw-in long passes from your wingers to your 
forwards, making it possible to curl the ball around their defence leaving 
you with an easy shot. You can also use the swerve buttons to shoot, but it 
is not really recommended as you find that, nine times out often, you’re 
curling the ball to the keeper and not away from him. This is because your 
attacking player automatically picks a corner to shoot at. 

Using both your players and the floor squares to create openings and to 
score goals is very difficult to master, but worth a lot of your time to 
practice. With well placed floor squares and a good throwing arm, there’s no 
reason why your goalkeeper can’t score from his box. 

maNoeuvRiNC witH ^nd witHOUt tne 


As there is a play-off for the ball at the start of each quarter and after each 
goal, there are very few occasions when you start play with the ball in the 
hands of one of your players. To earn the ball during play, you must learn 
and master a few simple techniques that can be performed up to three 
seconds before you come into contact with the opponent in question, 
making them relatively easy to perform. 

Basic tackle 

By pressing 0 , you can knock the ball out of your opponent s hands, leaving 
it easy to take the ball away and causing a minimal amount of damage. You 
can do this move from behind your opponent, though you can’t take the ball. 
This manoeuvre must be done quickly or you find the opposing team cuts in 
and steals it back again. 


stealiNC tHe Ball 

By quickly pressingA followed by 1 C, you can take the ball from the 
opposing players hands and, rather roughly, push them to the ground 
causing them minimal damage. This manoeuvre is a more effective way of 
gaining possession than the basic tackle, but takes slightly longer to 
perform, leaving time for your opponents to gang up and hit you hard. 

PUNCH steal 

This tackle move is by far the quickest and most simple method of getting 
the ball. Tap 1 C when you’re close to your opponent to give them a swift 
punch in the face before taking the ball. This method hurts your opponents 
more, and is one of the best ways of injuring them enough to make their 
moves less effective. 








HaRD Heap steal 


To gain the ball and cause your opponents yet more pain, you can press A 
quickly followed by • to bring your forehead down hard on your opponent’s 
face. This stuns them for long enough, enabling you to grab the ball and 
make a run for goal. This manoeuvre takes time to perform, but causes 
enough damage to allow you time to get safely away. A very effective and 
satisfying move. 


special moves 

If you have come across a particularly rough and tough team, or you just feel 
like showing off, there are yet more moves you can use to beat them to a 
pulp while gaining possession of the ball. These moves do have slightly 
harder button combinations, but are by far the most effective, and they look 
cool too! 


Below tHe Belt steal 


By tapping A and then ■ when at close quarters to the opposing team 
member with the ball, you raise a knee to their nether regions, making them 
instantly lose the ball. It is quite a time-consuming manoeuvre to perform, 
but well worth it for the amount of damage it causes and the satisfying pool 
of vomit the fallen player discharges. 

NiNTa- Style steal 

By pressing the button combination A, 0 , 0 , your attacking team member 
runs up the chest of the opposite team member and crushes him using his 
full body weight. This move stuns both players, but the damage it inflicts is 
good enough to finish off any injured foe. 

DROP-kick steal 


By pressing the button combination A, #, It, your team member lifts an 
opposing player off the ground by his shirt and then proceeds to kick him 
hard in the chest to send them flying into one of the electrified barriers, and 
hopefully burn. This move causes roughly the same amount of damage as 
the Ninja move, with the added pain inflicted by the electric barrier. 

WRestliNc steal 

Press ■, U and • to grab your opponent in a bear hug then perform a crab- 
style move to bash his head into the ground behind you. This is the most 
damaging special move in the game, capable of taking away half your 
opponents energy. Again, this is a good manoeuvre to use if the other player 
is already injured, as it results in certain death. 









weapoNRV 


To complement the variety of special moves you can perform on the 
opposing team, there are also three different weapons you can use to make 
the game even more interesting. You can choose to use weapons in a Quick 
Game, but they are only available in Championship mode when you reach 
Division One. When the button combination for each of the weapons has 
been activated, the next player to get the ball succumbs to the wrath of 
weapon, depending on the type used. 

CHaiNsaw 


When the chainsaw has been activated, simply tap ■ twice for whatever 
team member you are controlling to produce a chainsaw and carve up the 
foe with the ball. If the opposing player quickly passes to another player, 
your player homes in on them instead. Although your player with the 
chainsaw cannot pick up the ball, it stuns the opposing player for long 
enough, allowing another one of your players to retrieve the ball. 

gUN 

When you have activated the gun by pressing the A button twice, your team 
member arms himself ready to shoot a single shot at the next opposing 
player to grab the ball. When he has made his shot, he’s then be free to 
collect the ball for himself if you wish. This weapon causes slightly less 
damage than the chainsaw but, unlike the chainsaw, it gives the player 
using it the chance to gain possession. 

BomB 

Simultaneously pressing H and A causes the ball to explode, knocking 
whoever is near it onto their backs. They then lie in a pool of their own blood 
for long enough for you to run in and pick up the new ball with ease. A good 
use for the bomb is to wait until the ball is in the hands of their goalkeeper 
before blasting it, as this leaves a completely empty goal for you to take 
advantage of. But like all the other weapons available, they can only be used 
a limited amount of times during a game. 

goalscoRiNp tecHNiQues 

While there is no instances in the game where you can stand at a particular 
point on the pitch and score a goal every time, there are a couple of 
techniques you can use to increase your score tally at almost every 
attempt. 







Back pass 


This move uses your wingers and a single striker to your best advantage. 
Bring the ball up the wing (via your winger) and plant him directly in the 
corner of the pitch. Before he can be flattened by the charging defenders, 
turbo them towards the goal and perform a short pass back to your waiting 
striker. This has moved their goalkeeper out of position and leaves you with 
an easy short shot into the open side of the goal. It Is important that neither 
your striker nor your winger gets too close to the ‘keeper, though, or they 
get dispossessed due to goalies having stronger tackling abilities. 

HERD But faiR 

This scoring technique is harder to pull off and needs a bit of luck when 
trying it against the tougher teams, but it Is well worth some practice in 
order to perfect. When the ball is dropped in at the start of the first quarter, 
get in there first and lob it directly towards their defenders in front of the 
goal. When they collect it, charge them with your striker and knock them out 
while stealing the ball, then pass it to either your left or right wingers. When 
it is in their possession, charge (with turbo activated) past their goalkeeper 
into the goal. This move doesn’t even require you to shoot the ball, but you 
can if it is looking a bit tight. 





fiNal fantasy vii secaets 

Apart from the epic journey Final Fantasy VII offers, there are also various 
side areas for you to explore and extra tasks to complete. Although it’s not 
essential to tackle these extra tasks, they greatly Improve your character’s 
statistics and aid you In the Final confrontation against Sephiroth. 

tHe key to tHe city 

When on Disc Three, it’s possible to get back into Midgar without using the 
parachute. If you visit the Number Seven gate late in the game, you find a 
guard stood outside who tells you he can’t find his key. He then mentions he 
might have dropped it at an excavation site. Once he has told you this, head 
to the excavation site at Bone Village and tell the foreman that you re 
looking for ‘normal treasure’ then place your hired hands around the top 
area of the site and set the blast. In the morning, you find the key to Sector 
Five in the chest. 


tHe Back Room 

When your team arrive at Cosmo Canyon for the first time, there’s a section 
in the general store that has been roped off. If you return to Cosmo Canyon 
later on in the game and enter the general store, the rope has been 
removed, allowing you to walk around into the back room and collect the 
Elixir, Magic Source and the Full Cure Materia. 

sleepiNC oLd man 

There is a cave directly east of junon Harbour that can only be reached by 
using Highwind or with the aid of a Blue or Gold Chocobo. Inside the cave, 
there Is a sleeping old man who tells you how many times your party has 
fought when you approach him. If you talk to the sleeping old man when the 
last two digits of your battle statistics match, he gives you a free gift. 

tURtle’s paRapise flyeas 

The Turtle’s Paradise restaurant in Wutai is having a special contest. They 
have placed six flyers around the world, each of them advertising the Turtle’s 
Paradise. The owner of the restaurant is offering a prize for anyone who can 
locate all six flyers, and here’s where you can find them. 
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flyeR #1 

This can be found in the Slums of Sector Five. It’s stuck to the wall upstairs 
in the boy’s bedroom. 


flyeR #2 

This second flyer is located in Shrina’s HQ and can only be found during one 
of your two trips there, it’s stuck to the notice board at the back of the first 
level lobby. 


flyeR 

When you take a trip to the Gold Saucer, visit the Ghost Hotel and look 
inside the lobby; the third flyer is next to the item Shop’s entrance. 

flyeR #4 

This fourth flyer is attached to the Tiger Lilly Arms shop in Cosmo Canyon. 
Follow the path that leads to Bugenhagen’s house to get there. 

flyeR #5 

Whilst in Cosmo Canyon, enter the Inn and walk up the stairs - the fifth flyer 
is pinned on the back wall 

flyeR #6 

The sixth flyer is located next to Turtle’s Paradise in Yuffie’s basement, it is 
on the wall outside the trap room. 

When you have all the six flyers, return to the Turtle’s Paradise and talk to 
the man behind the bar. He gives you a Power Source, Guard Source, Magic 
Source, Mind Source, Speed Source, Luck Source and a Megalixir for your 
troubles. 


all Lucky 7S 

If any of your party members hit points are reduced to 7777 during a battle, 
they receive the All Lucky 7s effect. Once a character has the All Lucky 7s 
effect, they go into a mad rage and attack all enemies non-stop, landing hits 
worth 7777 points each time. To achieve the All Lucky 7s effect, you must 
have a high level character with more than 7777 hit points and then during a 
battle, their hit points must be reduced to exactly 7777- If your characters 
do not have enough hit points, you can equip them with HP Plus Materia to 
help boost their points. 










ciNema showing 

When on the third disc, return to Shrina Mansion in Nibelheim and head for 
the library in the basement. When you enter, you see a special cinema 
showing which explains how Cloud decided to become a mercenary. 

tHe mateRia caves 

There are four secret Materia Caves scattered around the world, each 
containing special Materia that you won’t find anywhere else. The list below 
shows you the location of each cave, the Materia you find there and what 
means of transport you need to use in order to reach the cave. 

mateRia cave # i - kNiCHts of tHe round 

This cave is located on the small island in the far north-east corner of the 
map and can only be reached with a Gold Chocobo. 

MATERIA CAVE #2 - Quadra Magic 

This cave is on the northern tip of the set of islands located m the south-east 
corner of the map, and can only be reached with the aid of Highwind or a 
Blue or Gold Chocobo. 

mateRia cave - Hp-mp 

This cave is located in the mountain range north of Mt Corel and can only be 
reached with a Green, Blue or Gold Chocobo. 

mateRia cave #4 - mimic 

This cave is located on the eastern desert peninsular on the island to the 
west and can only be reach with a Green or Gold Chocobo. 

ultimate weapons 

Each character has a certain weapon that is considered to be their ultimate 
weapon. Although these ultimate weapons can deliver extremely heavy hits 
to enemies, any Materia used with the ultimate weapons will not be able to 
increase in level, so it is best to only use them with Materia that has already 
been mastered. 


cLoud: ultimate weapon 

Cloud can only obtain his ultimate weapon by destroying the enemy 
Ultimate Weapon. When on Disc Three, you find the Ultimate Weapon 
hovering above a lake in the eastern continent. 











BaRRet: missiNC scoRe 


Barret’s ultimate weapon can be found on the steps that lead up to the 
Sister Ray just before your party encounters Hojo. 

tifa: pRemium HeaRt 

After collecting the key to Sector Five from the excavation site at Bone 
Village, return to Wall Market and check the broken vending machine again. 
This time it dispenses Tifa’s ultimate weapon, the Premium Heart. 

aeRiS: pRiNcess cuaRP 

While exploring the clock room in the Temple of the Ancients, search the IV 
hallway to uncover Aeris’ ultimate weapon, the Princess Guard. 

Rep XIII: Limitep mooN 


After taking Bugenhagen to the Ancient City, return to Cosmo Canyon with 
Red Xlli in your party. When Red Xlll finds Bugenhagen he walks away with 
his ultimate weapon. Limited Moon. 

cart SitH: HP SHOUt 

Cait Sith’s ultimate weapon can be found during your second raid on 
Shrina’s Headquarters. Once on the 64th floor, enter the health spa and look 
inside the locker on the left side of the third row. 

vuffie: coNfoRmeR 

When you have the submarine and have located the crashed Gelnikajust off 
the coast by the Gold Saucer, enter the generator room to find Yuffie’s 
ultimate weapon, the Conformer. 

ciP: veNus cospeL 

After the rocket has been launched from Rocket Town, repeatedly talk to the 
man in the Item Shop and he eventually gives the Venus Gospel. 

viNceNt: peatH peNalty 


While playing Disc Two, acquire the submarine or a Gold Chocobo, then put 
Vincent in your party and enter Lucrecia’s Cave, located behind the waterfall 
in the Nibel area. Revisit Lucrecia’s Cave when playing Disc Three with 
Vincent in your party and he receives his ultimate weapon, the Death 
Penalty. 











Level fouR Limit BReaks 


cLOUD: OmNISlaSH 


Fight in the Battle Arena at the Gold Saucer until you have gained 32,000 
battle points. These points can then be exchanged at the Battle Arena for 
Omnislash Limit Break. 


BaRRet: catastRopHe 

Once Meteor has been summoned, revisit North Corel and talk to the lady in 
the middle house on the west side of town. She gives you Catastrophe for 
Barret’s Limit Break. 


tifa: fiNal HeaveN 

On reaching Nibelheim, take Tifa to her house and to the piano upstairs. 
Using the piano, you must play the song from Cloud's flashback at the Kalm 
Inn. Press the following button sequence to play the song: 

• 1C, ■, A, Ri/Li+A, Ri/Li+B, #, ■, A, Ri/Li+IC, #, H, ■, 1C 

Once you’ve finished the song, press Start; Tifa now finds the Final Heaven 
Limit Break inside the sheet music. 

aeRis: GReat cospeL 

Speak to the sleeping old man in the cave east of junon Harbour when the 
last two digits of your battle statistics match (see Sleeping Old Man) and he 
gives you some Mythril. Take the Mythril and give it to the weapon seller 
(east of Gongaga Village) and he lets you look in one of his two boxes. Look 
in the small box on the first floor to receive Aeris’ Great Gospel Limit Break. 

Rep XIII: cosmo memoRV 

To receive Red XIM’s Cosmo Memory Limit Break, you must open the safe on the 
second floor of Shrina Mansion and defeat the Lost Number boss who appears. 

yuffie: all cReatioN 

With Yuffie in your party, enter Wutai and visit the Pagoda. Yuffie must battle 
her way to the top of the Pagoda and defeat her father to receive her All 
Creation Limit Break. 


CID: HICHWIND 


Once you have the submarine, visit the crashed Gelnika just off the shore by 











the Gold Saucer. Inside the cargo bay you find Cid’s Highwind Limit Break. 
VINCeNt: CHaOS 


After acquiring the submarine on Disc Two, put Vincent in your party and visit 
Lucrecia’s Cave behind the waterfall in the Nibel area. Revisit the cave during 
Disc Three with Vincent in your party and he receives his Chaos Limit Break. 

aNcieNt foRest 


The Ancient Forest is located to the east of Cosmo Canyon, but can only be 
accessed once you have defeated Ultimate Weapon or have bred a Gold 
Chocobo. The forest is a huge puzzle where you need to use creatures and 
insects to create a path through the forest in order to successfully collect the 
items from within. 


iNsects 

When an insect is placed in a Pitcher Flower, the flower temporarily shuts, 
creating a bridge or a step. Insects can also be used to lure frogs out from 
hollow trees, but once an insect has been used, it won’t reappear until you 
leave the screen and then re-enter. 


faces 

Frogs can be placed in Pitcher Flowers just like insects, although the frogs 
are not digested like insects. Instead, the frog jumps out after a few 
seconds, forcing the flower to open. If Cloud is stood on the flower when the 
frog bursts out, he is catapulted to areas he may not normally be able to 
reach. 


BeeHives 

Beehives are the only things that can be used to get Mutant Flytraps to close 
their jaws. Once a beehive has been thrown into a flytrap, the flytrap 
remains closed until you leave the area. 

pitCHCR floweRS 

Pitcher Flowers can capture insects and frogs in their petals. While holding a 
victim, their lids can be used as a step or bridge to reach far-off areas. 

mutaNt flvtRap 

Most of these flytraps can be avoided by walking around or jumping over 
them but there are a few that you need to close with the aid of a beehive in 
order to avoid injury. 










stameN 


These springy plants can be used to fling Cloud to different areas or higher 
ledges, and often provide the best way to get around an obstacle. 

Hollow tRees 

Each hollow tree contains a single frog that can only be lured out by using 
an insect. 


foRt CONDOR Battles 

When fighting Fort Condor battles, it is essential to overpower the enemy as 
soon as possible rather than letting them come to you. Always move your 
troops out onto the battlefield once the battle has commenced, if you’re 
quick enough, you can bring the enemy advance to a halt before their 
Commander gets the chance to begin his attack. 

tHe polo sauceR 

ciL excHaNce 

As you continually visit the Gold Saucer, you notice a man who occasionally 
appears by the side of the house at the Gold Saucer’s Ropeway station. If 
you approach and talk to him, he offers to exchange Gil for GP at an 
extortionate rate of loo to i. 


pp excHaNce 

The GP you acquire at the Gold Saucer and in Wonder Square can be 
exchanged with the girl near the entrance to Wonder Square for various 
prizes. The prizes are as follows: 


GP.Prize 

..Potion 

20 .Ether 

8o .X-Potion 

100 .Turbo Ether 

300.Gold Ticket 

500.Carob Nut 

1000 .Gil Plus Materia 

2000.Plus Materia 


56 



















Battle aReNa 


At the Battle Arena, one of your party members can participate in a series of 
battles against various creatures in order to win Battle Points, which can 
then be exchanged for valuable prizes. The cost to enter the arena is only lo 
GP and there is very little risk involved as you don’t lose a life if defeated. 

Once you’ve chosen a fighter, they enter the arena and fight a total of eight 
random battles, providing they are not defeated. After each battle, a single 
reel slot machine spins, which you must then stop to determine the 
handicap or bonus your fighter gets. Each time your fighter receives a 
handicap, it is carried over to the next battle. 

The amount of GP won for each battle increases with battles, so the more 
battles you can win, the more GP you receive. It’s not always advisable to try 
and win all eight battles, especially if your fighter is beginning to struggle. 
Simply exit the arena after a battle then restore your fighter before re¬ 
entering the arena. 

Battle poiNts excHaNce 

Once you have gained a decent amount of Battle Points from the Battle 
Arena, you can exchange them for an item from one of the two machines 
near the entrance to the Arena. The more Battle Points you have, the better 
the item you can collect. 

Battle Points 

100 . 

250. 

500. 

1000 . 

2000. 

4000. 

8000. 

16000 . 

32000 . 

64000 . 

CHOCOBOS 


Item 

.Remedy 
.Enemy Lure 
.Right Arm 
.Pre-Emptive 
.Regan Greens 
.Speed Plus 
.Stardust 

.Championship Belt 

.Omnislash 

.W-Summon 


Chocobos are friendly creatures that can be kept as pets or used for 
transport across the various terrain of the world map. After acquiring 
Highwind, you can breed your own Chocobos, and with the right mating 
techniques you can breed special Chocobos that allow you to travel to the 
various areas of the map, including the four Materia Caves, that are not 

















accessible by any other means of transport. 


CatCHINC a CHOCOBO 


Before you catch a Chocobo, there are two items that you need from Choco 
Billy’s Ranch. The first is the Chocobo Lure Materia, which you should have 
collected from one of the Chocobos stood in the pen outside the ranch the 
first time you visited. The second item you need are Greens. These can be 
brought from Choco Billy himself. Once you have both of these and have 
equipped one of your party members with the Chocobo Lure Materia, it’s 
time to find some Chocobo tracks. 

As you should already know by now, Chocobos only appear once one of your 
party members has been equipped with the Chocobo Lure Materia and while 
battle takes place near some Chocobo tracks. Even then it’s not guaranteed 
that a Chocobo appears. 

There are seven different areas where Chocobo tracks can be found. The list 
below shows where the tracks are located and the type of Chocobo 
appearing in that area. Each area generally has two different types of 
Chocobo appearing at random. 

Area Type 

Chocobo Ranch Poor, Weak 

junon Area Psir, Poor 


Good, Average 
Mediocre 
Average, Fair 
Wonderful, Weak 
Great, Fair 


Gold Saucer Area 
Rocket Town Area 
Wutai Area 
Icicle Inn Area 
Mideel Area 


Once you’ve located some Chocobo tracks and a battle with a Chocobo has 
begun, the first thing you must do is to throw some Greens at the Chocobo. 
While he eats, you must destroy all the enemies without injuring the 
Chocobo. If you hit a Chocobo during a battle, it attacks each character on 
the screen, including the enemy, before running off. 

After winning a battle and catching a Chocobo, it’s time to send it to Choco 
Billy’s Ranch. Each time you dismount a Chocobo, you’re asked if you want 
to sent it back to the ranch or if you wish to let it go. If you order a Chocobo 
to return to the ranch, it heads straight there and waits in the pen for your 
arrival. The size of the pen allows you to catch a maximum of four Chocobos 
before you need to return to the ranch for Billy’s assessment. 

Chocobos can only be moved from the pen and into the barn once you’ve 
talked to Choco Bill, who’s located in the house at the ranch, and arranged 
to rent a stall from him. You need at least three stalls if you’re going to breed 
Chocobos, possibly more if you can afford it. 




types of CHOCOBOS 

When moving Chocobos from the pen and into the barn, Billy will give you 
his assessment of each Chocobo. You must use his assessment to decide 
which Chocobos you’re going to use to mate and which ones you are going 
to release. 


Each Chocobo’s abilities and class can be increased, but because their type 
never changes, they can only advance so far. This is why it is important to 
make sure you’ve got the right Chocobo before you start breeding, or you 
just waste time and money. 


Chocobo Types 

Wonderful 

Great 

Good 

Fair 

Average 

Chocobo” 

Mediocre 

Poor 

very good” 

Weak 

one” 


Choco Billy’s Assessment 
“This... is a wonderful Chocobo!” 
“This is a great Chocobo” 

“Mmm, this seems like a good 
Chocobo” 

“Mmm, this ones not bad” 

“This is a pretty average 

“This Chocobo’s so-so” 

“This one doesn’t seem to be 

“I really can’t recommend this 


feepiNc; a chocobo 

Feeding is another important part of breeding and raising your Chocobo 
successfully. All Chocobos are fed Greens which improves their racing 
abilities and their chances of winning. 

The Greens you need to feed your Chocobos can be purchased from Choco 
Billy or the Chocobo Sage (see Chocobo Sage), and all vary in pnce 
according to quality. The list below show which Greens have what effect. 


where to 

find them and how much they cost. 



Green 

+SDeed 

+lntelliKence 

+Stamina 

Location 

Price 

Gysahl 

No 

No 

Yes 

Bill’s 

100 

Krakka 

No 

Yes 

No 

Bill’s 

250 

Tantal 

Yes 

Yes 

Yes 

Bill’s 

400 

Pahsana 

No 

No 

Yes 

Bill’s 

800 

Curiel 

Yes 

No 

Yes 

Bill’s 

1000 

Mimett 

Yes 

No 

Yes 

Bill’s 

1500 

Reagen 

Yes 

No 

Yes 

Sage’s 

3000 

Sylkis 

Yes 

Yes 

Yes 

Sage’s 

5000 












You must continually feed your Chocobo until you’re told ‘there’s no 
improvement’; this means you’ve increased that Chocobo’s abilities to the 
maximum and that they are now ready to race. 

Here’s how your Chocobo’s abilities effect it’s performance on the race track: 

Ability 

Speed Makes the Chocobo run faster 

Intelligence Makes the Chocobo pace itself better 

Stamina Allows you to push the Chocobo harder 

Attitude Makes the Chocobo behave better 


RaciNC a CHOCOBO 

Chocobos are raced to improve their classes, which is not an essential 
requirement for breeding Chocobos but will greatly increase your chances of 
breeding a special Chocobo. 

Your Chocobo must win at least three races, either long or short, before 
they’re moved up to the next class. When your Chocobo manages to move 
up to a new class, it races against stronger and faster Chocobos than before. 
This is why it’s important to maximise your Chocobo’s abilities before they 
leave the ranch, otherwise they struggle to win races each time they are 
moved up a class. 

While racing in Manual mode, press and hold Li, L2, Ri and R2. This slowly 
increases your Chocobo’s energy bar and allows you extra bursts of speed. 

CHOCOBO classes 


There are four classes of Chocobo which range from ‘C’, ‘B’, ‘A’ and ‘S’. All 
Chocobos begin at ‘C’ class and can be gradually increased if they’ve been 
fed the correct Greens and win enough races. 

matiNC CHOCOBOS 

When mating Chocobos, you need to use certain types of nuts in order to 
breed the Chocobo you desire. Choco Billy and the Chocobo Sage both sell 
nuts, but not the kind you need to breed a special Chocobo. These nuts are 
the Carob Nut and the Zeio Nut. The Carob Nut can be purchased for 500 GP 
from the GP Exchange at the Gold Saucer, but this can be a costly and 
lengthy process. 

The Carob Nut and Zeio Nut are both carried by enemy creatures, and are 







best acquired by stealing them from these creatures during a battle. Carob 
Nuts can be stolen from Vlakorados, which are found in the Bone Village 
area, while Zeio Nuts can be stolen from the Goblins that roam the forest on 
the small island located to the south-east of the Chocobo Sage’s house. 

special CHOCOBOS 

CReeN 

These Chocobos are known as Mountain Chocobos as they can be used to 
travel across mountains. They are bred by mating Good or Great Chocobos, 
with the aid of a Carob nut. 


Blue 

These Chocobos are known as River Chocobos as they can travel across 
rivers and other sections of shallow water. They are bred by mating Good or 
Great Chocobos, using a Carob nut. 

Black 

These Chocobos are a cross between a Mountain and a River Chocobo and 
they can travel across mountains and rivers. They are bred by mating a 
Green and Blue Chocobo, using a Carob nut. 

£QL -D- 

These are the ultimate in Chocobos as they can travel across mountains, 
rivers and the ocean, allowing them to travel anywhere in the world. They 
are bred by mating a Black Chocobo with a Wonderful Chocobo, using a Zeio 
nut. 


CHOCOBO sace 

The Chocobo Sage lives a house located in the centre of the northern island, 
which can only be reached with the aid of Highwind or a Special Chocobo. 

He sells good quality Greens and nuts that aren’t available from Choco Billy, 
although they’re a bit more expensive. The Chocobo Sage also gradually 
gives you information about raising Special Chocobos, depending on how 
well you’re raising your own Chocobos. 

If you visit Chole, Choco Billy’s assistant, after the Chocobo Sage has given 
you some information on breeding Chocobos, she makes notes that allow 
you to recall everything the Sage has told you. 









gex ^D: eNteR tHe cecko 

Gex 3D a massive game that keeps you glued to your seat for days, if not 
weeks. This complete player’s guide takes you through the entire game, 
showing where every remote control is located as well as how to tackle all 
the level bosses you encounter. 

peNeRal tips 

Each level has numerous ways of collecting the remote controls. There are 
normally at least two Red Remotes and two silver ones to be found in each 
level. The Red Remotes can be gained by completing the relevant task in the 
level. The Silver Remotes, however, are accessed by either collecting a 
certain amount of items during the level and/or finding the hidden remote 
that’s usually lying around. You can actually attempt some of the quests in 
one go. For instance, you can collect the relevant items to gain a Silver 
Remote while tackling the quest for one of the red ones. When you’ve 
completed a Red Remote quest, exit via the television, then go back and 
attempt the next one. Always try to find the hidden Silver Remote while on 
the Red Remote quest, or you end up replaying a whole quest again just to 
find the hidden remote. 


aRea ONe 

Level ONe: out of tooN (tooN tv) 

TARGET: 3 RED REMOTES 

2 SILVER REMOTES 

COLLECTIBLES: 30 CARROTS, 40 CANS AND 50 DETONATORS 

pueSt ONe: HUNT tHe two HUNteRS 

RewaRD: Rep Remote 


To find the two hunters, follow the grass path up to the left-hand side of the 
level. Carefully time your run to get past the moving cliff, then when you 
reach the hard hat area, use the shadows from the falling objects to avoid 
them. Cross the waterfall, then leap onto the platform; this carries you up to 
the next section. Head forward until you get to the hole in the ground, then 
drop into the hole to be transported to the next area. Here, Gex appears in a 
rabbit suit and you see signs informing you it’s hunting season. Continue 
forward until you come up against the first hunter. When he shoots, the 
bullets home in on Gex, so don’t stand around for too long. The best tactic 
here is to run back round the hunter so that the bullet hits him and not you, 
then use a tail whip to knock him out. Repeat this procedure a few more 









times to defeat him. Now head up the log and past the two bear traps then 
use the tree stumps to reach the next ledge where you come up against the 
second hunter. Use the same tactics as before to defeat him. Once this has 
been completed, a Red Remote appears by the TV at the bottom of the log 
you’ve just climbed up. Collect the remote then exit the level. 

puest two: WHack five puRple musHROoms 

RewaRD: Rep Remote 

From the starting position, turn round and you find the first of the five 
mushrooms; tail-whip it to smash it. Head forward and walk past the Stop 
sign, then continue round to the back of the rock where you find the second 
mushroom. Now go back to the starting point and head up to the left then 
past the moving cliff and the falling hazards. The third mushroom can be 
found by leaping across to the metal girder and then leaping onto the wall at 
the other end. You find a Smiley Face as well as a Purple Life Fly there. Head 
over to the falling hazard area again and leap up the rainbows, then over to 
the ledge on the left. You find the fourth mushroom on the edge of the cliff. 
The fifth and final mushroom can be found if you drop down past the lift and 
head over to the corner of the ledge. Be careful to avoid the flower with the 
sledgehammer as you approach the mushroom. Now go back to the TV by 
the lift, where there’s now be a Red Remote for you to collect as well as the 
exit. 


Quest tHRee: Tump to tne teetCRiNC RQck 

RewaRD: Rep Remote + silveR Remote 

This is the quest where you need to collect enough of the carrots, cans and 
the detonators to gain a Silver Remote as well as the Red one. Take time to 
explore all the areas of the level and to collect anything else you can find. 

To get to the Teetering Rock, you need to take the same route that you took 
for the two hunters. When you pass the second one, you see another rabbit 
hole Drop into the hole and this transports you to the next section of the 
level. By now you should be fairly close to collecting the Silver Remote for 
the amount of items that you’ve picked up. In the new area, you see a 
checkpoint that you can trigger. Once triggered, climb the ledge and wait 
until the wind stops blowing before trying to cross the stone bridges. After 
crossing the second one you come to a road and a set of traffic lights. Head 
up the road and past the railway crossing. Be careful to avoid the cactus 
plants or you lose some of your energy. You now need to climb up the rock 
and round the ledge. Carefully time your run on the top of the extending cliff 
to be able to reach the next rock. Leap over a few more rocks and you come 
to the final Red Remote. You have now successfully completed the first level. 

HiDPeN Remote 
RewaRD: silveR Remote 


To find the hidden remote, head up to the lift and use it to reach the next 









section. From here, cross the water and walk round the tight ledge past the 
purple mushroom. As you continue round, you come to a snowy area of the 
level. Cross the ice and walk out onto the snowy cliff when it extends, then 
leap onto the green patch of grass that’s floating in the air. You now find the 
hidden Silver Remote. 


Level two: smellRaiseR 

TARGET: 3 RED REMOTES 

2 SILVER REMOTES 

COLLECTIBLES: 30 SKULLS, 40 TOMBSTONES AND 50 MASKS 

9ue$t oNe: suRVive tHe HauNteo House 
RewaRD: Rep Remote + siLvea Remote 

This quest is to collect the required quota for the extra Silver Remote. From 
the hallway, go up the stairs to the right then jump over the gap halfway up, 
to find a platform with some skulls on it. At the top of the landing, leap the 
gap and go through the doors to the library. Tailspin the pumpkin to collect 
some more skulls. Leap onto the table and allow it to carry you up to the 
ledge with a circle of skulls on it. Leap onto the next table to reach the 
corner of the room with a ledge. Then drop down to the next walkway and 
climb the wall and go through the doorway into the next room. When you 
see a Frankenstein’s Monster roaming about, use your tailspin to hit him. 
Each time you do this, he loses part of his body. On the third attempt he 
collapses to the floor. Repeatedly hit him to make the tombstones appear. 

Go over to the opposite stairs and onto the ledge then drop down the other 
side to find some more tombstones near the falling axes. Once you’ve 
collected them, leap back up to the ledge then turn and jump up to the 
ledge behind you. This takes you to a narrow balcony that takes you to a 
power-up. Come back to the ledge and climb the wall at the far end then 
leap over the chandelier (before it drops) to the next ledge. Do this again at 
the last ledge then run past the moving face in the wall and smash the 
pumpkin. Before exiting the room, go to the far end of the bookcase. If you 
walk into it, you discover it’s on a hinge and exposes a secret room when 
pushed. Inside, you find more tombstones to collect as well as a switch. 

Now exit the room and go down the stairs. At the bottom, swipe the 
checkpoint TV then go round the outside of the room and leap onto the 
bookcases to find more items to collect. At the end of the second set of 
bookcases, drop down to find a power-up. Now run round until you are in 
the light to collect the extra life. Don’t worry about the ghost as he only 
circles you whilst you’re standing in the light. 

Climb the stairs and wait until the skeleton mask ceases to breathe fire, then 
swipe it with your tail. You should by now have collected 40 of the 
tombstones, so you now need to collect the masks. Leap the gap at the top 
of the stairs and exit through the door then drop down the stairs into the 
room that’s been flooded out. Explore the room to find a small amount of the 







masks scattered around in different locations. When the room has been 
cleared out, leap onto to landing and exit out the door. Run past the falling 
axes and collect the masks as you climb up the ledge. At the top, you need 
to smash another fire-breathing mask before picking up the remaining 
masks to enable you to receive the Silver Remote. Smash the psycho with 
the knife, then leap over the gap and into the light again. From here, wait for 
the ghost to disappear then leap onto the floating table to travel across to 
the next ledge. Go through to the next room and you will see the Red 
Remote, but before you grab it, head to the platform above the door to 
collect an extra life. 

puest two: smasH five bLood cooleRS 

RewaRD: Rep Remote 


You again need to search the whole house again to find all five coolers. The 
first one is found in the second room you enter, once you have ridden the 
second room of the two floating tables. The second cooler is found in the 
next room beside the bookcase with the hidden room behind it. The third is 
located in the next room by the second set of bookcases. The fourth is found 
at the top of the stairs just before you enter the room that’s flooded out. The 
fifth and final cooler is in the last room above the door. When the fifth one 
has been collected, you need to go back to the room with the ghost in it and 
step into the light area. Here you find the TV with the Red Remote and the 
exit. 


puest tHRee: Rioe t He HauNteo elevatoR 
RewaRD: Rep Remote 

You need to proceed up to the hidden room behind the bookcase and 
activate the switch that’s located there. Now head into the room where you 
pass the second ghost, and the stand in the light scenario. On the last 
landing before you take the door to the last room, you see another door to 
your left. Enter the door and ride the elevator down to the bottom then exit 
the lift. Walk across the ledge to collect the Red Remote and to reach the 
level exit. 


HiDpeN Remote 
RewaRD: silveR Remote 

Repeat the same procedure you used to activate the elevator and go into the 
same chamber where the final Red Remote was found. But this time, head 
off to the arch on the left and follow the ledge down to the bottom. Drop into 
the water and follow it through into the next room. This is where the Silver 
Remote can be found. Collect it then head back up the ledges to exit out of 
the level. It’s best to attempt this quest at the same time as trying the ‘Ride 
the Haunted Elevator’ quest. 










BONUS Level 


aztec 2 step 
RewaRD: coLd Remote 

If you collected all the remotes from the previous two levels, you get the 
chance to attempt the bonus level. You’re given three minutes to find the 50 
green gems spread throughout the level. Stand on some of the stones with 
the circular inscription on them. This opens up new areas containing more 
gems. There are a total of 25 gems in each main chamber. Once you’ve 
collected them all, you need to find the Gold Remote - drop down where the 
two snake heads were and cross the water to find it on the plateau. 

eND of aRea boss 

BOSS: ciLLicex isle 
RewaRD: polo Remote 

The aim of the fight is to hit the three brothers at the far side of the boiling 
cauldron. When they throw the balls of fire at you, swipe the blue flame back 
at them to knock them off the platform. After a set of fireballs have been 
thrown, you need to leap over the wall of flame that comes at you from both 
sides of the platform you’re standing on. After you’ve hit two of the brothers, 
the third one moves around, so you need to predict where he's going to 
move to. Once you’ve beaten them, you’re given a Gold Remote. 


aRea two 

Level PNC: fRaNkeNSteiNfelo 

TARGET: 3 RED REMOTES 

2 SILVER REMOTES 

COLLECTIBLES: 30 SKULLS, 40 TOMBSTONES AND 50 MASKS 

9uest ONe: run tne axe cauNtLet 

RewaRD: Rep Remote 


Leap onto the stone ledge and use your climbing ability to collect the skulls. 
Drop down and avoid the small steaming pink pit and take the door to the 
next room. Collect the skulls from the circular section, but don’t drop down 
the hole in the middle unless you want to lose a life. Now take the exit with 
the green lit door and slowly climb the steep ramps. At the top, swipe the 
Frankenstein’s monster to collect some skulls. On the ledge, swipe the 
pumpkin, then walk at the window on the wall. You discover a secret 
passage containing more items to collect. Come back out and continue over 
another pit of pink sulphur via the disappearing platform. As you climb the 













ramp, avoid the skeleton heads thrown by the ghost at the top, so stay to 
the left. At the top, swipe the ghost and walk out on the ledge before 
leaping the wall. Follow the route along as it goes onto the ceiling, then at 
the end drop down to a ledge to find a life fly. Leap from the open side of the 
ledge, back down to the main ramp again. Climb the next ramp and dash 
under the falling axe. Defeat the knife-carrying psycho and leap up to the 
pentagram-marked floor. Swipe the pumpkin, then climb the ramp up while 
avoiding the heads thrown down at you. At the top, it’s time to run the axe 
gauntlet. Time your runs past the axes and at the end go through the door 
and up the ramp to the TV to collect the first Red Remote. 

9uest two: stick acROSS tHe ceiliNC maze 

RewaRD: Rep Remote 

Take the same route as you did in the first quest, but when you reach the 
pentagram floor, take the route off to the right and leap over the pink pits. 
Then use the disappearing platform to reach the next ledge before jumping 
to the green-coloured ledge. Smash the pumpkin, then time your leaps as 
you cross over the gap via the disappearing platform and the crashing 
chandelier. Drop down onto the L-shaped platform and at the end jump onto 
the next ledge. Now climb the wall on the stone that you can climb and 
follow the path. Avoid the spiky baddies and at the first junction turn right. 

At the second junction turn to your left, followed by going straight on 
through the next junction. Keep going forward until you can’t continue on 
that route any longer. Turn left then right and drop down onto the ledge. Go 
through the door and leap over the gap to swipe the pumpkin on the other 
side. Take the exit via the door and walk round on the wooden pathway. At 
the junction, if you want extra collectibles go through the window in the wall 
for a secret passage. Otherwise, go to the right and kill the psycho doll and 
take the next door. This now leads up to the Red Remote. 

guest tHRee: Heap down tHe Ram£ 

RewaRD: Rep Remote + silveR Remote 

This is probably the longest quest in Frankensteinfeld and the best chance 
you get to collect all the items to reward yourself with the Silver Remote, but 
you might have to back-track down other quest paths to help you achieve 

that goal. , ^ . . . 

In the circular room with the pit and coloured doors, take the exit through 
the red-lit door. Kill the Frankenstein’s monster to collect the items then leap 
over to the ledge platform containing the pumpkin. Time your run and jump 
over the disappearing table and two chandeliers until you reach the next bit 
of solid ground. Smash the pumpkin to collect more Items and start to climb 
the wall. You find more collectibles on the ceiling before heading off to the 
left at the junction. Follow the route all the way along until you find the 
firefly. Head back to the junction then take the opposite route. At the end 
drop down on to the ledge and go through the hole In the wall. Run past the 
two falling axes and climb the wall again and drop down just before the 







opening to collect some more items as well as landing in front of the two 
axes again. Climb back up the wall and this time drop through the hole in 
the wall. You now land in a room. Kill the new Frankenstein’s monster and 
smash the pumpkin near the double doors. Go through and leap the gap to 
the ledge, kill the pumpkin and drop down the steep ramp. At the bottom, 
leap over falling axes and take the slope down. At the bottom you find a 
room where a Frankenstein is being charged up. Look around to find a life 
power-up. Come back out and head under the main ramp you came down 
and leap over the platforms to the door. Inside the blood-stained morgue, 
you need to leap across the opening and shutting draws and make it round 
the room until you come to a balcony. Go through the door into the next 
room. Here you find an extra life power-up. Come back into the blood¬ 
stained room and exit out the original door and go back to the grandfather 
clock. Leap up to the very top of the room using the ledges and take the 
door through. This leads you to the end of this level and the final remote. 

HiDPeN Remote 
RewaRD: silveR Remote 

Take the red door again, but when you land on the red platform, look for the 
diamond-shaped portal on the wall. Leap through into the chamber to 
discover its hiding place. This is best done while completing the ‘Head Down 
the Ramp’ quest. 


Level 2: mao tse tONCue 

TARGET: 2 RED REMOTES 

2 SILVER REMOTES 

COLLECTIBLES: 30 FOOD CARTONS, 40 YIN-YANGS AND 50 MASKS 

9uest oNe: Defeat tHe peaplv PRacoN 

RewaRD: Rep Remote + silveR Remote 

This is the best chance to collect all the items to receive the Silver Remote. 
Look for the green neon sign and give it a swipe with your tail. Now run 
behind the red pillar across the road and you find a Life Fly in the TV. Smash 
the window to Crazy Yang’s Clothing Shop and defeat the ninja inside. Go 
through the open doors into the next room. Kill the ninja throwing shurikens 
at you and follow the route round. In the next section, drop down to the 
ground to discover some more collectibles, then use the springboard to get 
you back up. Leap onto the rotating fan and jump to the platform with the TV 
on it. Smash the false wall at the back to find some more collectibles. Use 
the fan to reach the next platform and swipe the gong to make some steps 
appear then smash the wall at the back to find some more items to collect. 
Get back on the fan and jump onto the platform with the steps. Smash the 
window at the top of the steps and enter the room. Defeat the samurai by 
hitting his head twice, then leave via the door. 








On the rooftops, follow it round and kill the ninja that’s guarding the vase. 
Swipe the vase to collect some more items then repeat the procedure a little 
further on. Go through the double doors and swipe the gong. This opens the 
next set of doors for you. Upon entering them, you need to swipe the fire¬ 
breathing head. Once that’s done, climb the patterned wall at the back to 
reach the next platform. Tail-flip the door to discover a power-up. Leap over 
to land on the roof of the pagoda and aim the cannon at the gongs on the 
other ledges. Use your tail swipe to trigger the cannon, then shot the gongs 
followed by the door in the middle. A set of steps appears at the foot of the 
doorway you blew up, so head over to them and into the room. Collect the 
power-up from the TV then kill the ninja to get to the vase, then smash it for 
more collectibles. Break the glass at the end of the room and walk out onto 
the roof tiles above the street. Swipe the check-point TV, then head round to 
the patterned wall and climb across it to reach the other rooftops. Once on 
the green tiles, smash the Used junk Shop window and enter inside. Kill the 
two ninjas and exit via the door. Out in the street, kill the samurai by hitting 
him in the head twice, then kill the scorpions by hitting them three times 
and climb up the steps. Then on the top platform, swipe the head for some 
more collectibles. Use the yin-yang springboard to reach the next platform 
off to the left. Once on here, slide down the rope to the next platform and 
smash another head before striking the TV. Now use another springboard to 
reach the next ledge. Defeat the two ninjas that arrive on the scene, then 
use the rope from the top ledge to get to the next platform and a doorway. 

Go through the doorway and defeat the next ninja you encounter, then 

smash the glass window and drop down onto the red roof tiles. Kill the ninja 
waiting for you, then slide down the rope to the green rooftops and defeat 
yet another ninja before smashing the vase to grab some more priceless 
collectibles. In the next street you have to defeat four red shuriken-throwing 
ninjas, just as the last guy drops to his death you’re ambushed by at least 
four more ninjas. When you’ve killed them all, be sure to collect the masks 
from their bodies, then smash the yellow walls to find more collectibles. Use 
the stone ledge to leap up and reach the wall that you can climb on. Cross 
over to the other side and round the edge to come to a new platform by the 
dragon. Hit the cannon with your tail as the dragon flies by to hit it. You need 
to do this about six to seven times to defeat it. Once it’s destroyed, go 
through the doors and smash the vases to collect enough items to get 
-warded with the Silver Remote, then leap up behind the green statue to 
.,d the Red Remote. 

9uest 2: tRaveRse tne rqcRinc piLL^s 
RewaRD: Rep Remote 

Repeat the procedure at the beginning to collect the Extra Life Fly, then 
smash the window to Quang’s Medical Supply Shop and kill the ninja inside 
before leaving through the open doors. In the next room, smash the vases 
then use the coloured wall to climb to the next ledge. Ahead of you is a long 
wooden walkway with a collapsible part in the middle. Time your run past 
the two giant swinging axes and leap the collapsible part and defeat the 






ninja at the end. Leap onto the diamond-shaped yellow patch on the wall; 
this turns into the next section. Run to the opposite side of the room and 
swipe the gong to open some new green pillars. Use the pillars to reach the 
next ledge and smash the fire-breathing head. Now use the springboards to 
reach the upper wooden bridge. Run over the bridge, avoiding the swinging 
axe, then leap to the other side to avoid the collapsing part. Swipe the gong 
to open the doors to the next area. You now must confront four ninjas that 
drop down and attack you. When theyVe all been defeated, two 
springboards appear that help you reach the next walkway. Break all the 
vases to find extra collectibles, then defeat the fire-breathing head before 
smashing the two gongs. This opens a false wall with a diamond on it. Leap 
onto this and it transports into the next room. You are now in the room with 
the rocking pillars. Run to the far end of the room, but on the way, smash all 
the vases and collect all the items before using the springboards to reach 
the wall you can climb onto. Reach the platform, then take your time to get 
across the pillars to the Red Remote. 

HiDPeN Remote 
RewaRD: silveR Remote 

Take the path of the first quest, but claim the Extra Life from behind the red 
pillar. When you reach the area with the rotating fan, smash the gong to 
activate the steps as you did before, but this time run from the left to the 
right and leap onto the roof tiles at the side. You need some patience to 
complete this, but you can do it. Once on the tiles, walk round to the door 
and open it to discover the Silver Remote. 

Level www.DOtcom.com 

TARGET: 2 RED REMOTES 

2 SILVER REMOTES 

COLLECTIBLES: 30 BATTERIES, 40 TRANSISTORS AND 50 ATOMS 

9uest oNe: scale tne bionic LauNCH toweR 

RewaRD: Rep Remote + silveR Remote 

In the first main chamber, wander around and collect the batteries, then 
smash the capacitors to turn them into batteries. Step into the green 
charger to get a radioactive glow. You can now activate the green bridges 
and the green springboards. Use the springboards to reach the next ledge, 
then follow that round to the next board. Rise up again and hit the TV to 
collect a power-up, then enter the blue warp hole, but only after you’ve 
swiped the capacitor. In the pink vortex room you see a faint outline of the 
platform you need to walk along. Wait until you see the pink pulse bubbles 
get discharged then follow them along and leap onto the platform at the 
end. Drop down onto the green platform, then when it rises up, leap onto 
the next walkway. Before you head forward, turn and come back on yourself 








on the right-hand side. At the end you find another platform with an extra 
life on it. Once you’ve collected that, return back to the split and proceed 
forward. If you mis-time your jump over one of the pulses, it throws you back 
to the beginning of the chamber. When you come out the other side of the 
chamber you’re in another circuit room. Go through the green charger to 
make yourself glow, then enter the warp elevator to climb to the next ledge. 
Walk round to the next lift and do the same again to reach the second 
platform. You’re now on the second tier and you should be able to use the 
green charge there to help you get to the fourth tier before it runs out. To 
charge yourself up again to get up the next set of tiers you need to leap over 
to the charge on top of the transistor, then leap back and climb to the 
seventh tier. At the top you see the Red Remote being guarded by the robot. 
Leap up and continue to swipe the robot until you destroy it, then collect the 
remote to complete the level. 

9uest two: CROSS tHe Data bus BRioces 

RewaRD: Rep Remote 


Roam the area to collect as many items as you can, then take the 
springboard in the corner, just past the bridge you can activate. On the next 
tier, activate the bridge and at the end, climb into the blue warp. Once inside 
the chamber you need to swipe the capacitor to collect the items, then when 
you enter the pulse chamber you need to time your run and jumps so you 
follow the pulse. This lights up the platforms for you, because you 
sometimes can’t see them. At the far end, swipe another capacitor then exit 
via the blue warp, in the next room you have to leap three large pits, with 
the third being the largest. You now need to charge yourself, then make a 
dash across a series of bridges that you now activate with the glow. When 
you get to the other side, swipe the robot, then go through the blue vortex 
into the next chamber. Drop to the floor and collect the atoms, then get 
yourself charged and spring back up to the ledge. Now leap over to the 
rotating platform and tail swipe the central cylinder to jettison yourself 
across to the far side of the room. As you reach the next platform, leap off 
and enter the next blue vortex, but swipe the capacitors. When you exit the 
vortex, you’re in the final room, with the Red Remote at the end. Smash the 
robot at the end to get a green charge, then come back to the green rimmed 
platform and stand on it to activate it. When you reach the bridge, cross that 
then ride the next platform down. Repeat this procedure to reach the end 
and the Red Remote. 


HiDPeN Remote 
RewaRD: siLveR Remote 

Follow the route you took in Quest One. When you get to the main tier 
chamber, climb up as you did before, but when you finally reach the sixth 
tier, turn the camera so that it’s behind you and you see the hidden rernote 
in the right hand corner. Leap onto the transistor on the side and then into 
the corner to collect it. 







BONUS Levels 


tHURSPaV tHe 12tH 
RewaRD: ^oLd Remote 


The aim here is to collect 50 skulls in three minutes. By entering certain 
doors you reappear in another location, but some of them send you back 
down the landings, while some of them take you upwards and onwards to 
more and more skulls. Below is a list of what door to take on what landing. 
The doors are numbered from left to right: 

FLOOR No. door No. 


one 

two 

three 

four 

five 

six 

seven 

eight 

nine 

ten 

eleven 

When you come out on floor 11, 
find the Gold Remote. 


two 

three 

three 

one 

none (go up the stairs to floor six) 

three 

three 

one 

two 

one 

one 

leap to Door One and then up the stairs to 


IN DRac Net 
RewaRD: ^oLd Remote 

Again, you have to collect items in an allocated time. This time, however, it is 
police badges. Search the street first, then slowly climb up the steel 
stairways on the side of the buildings. As you get higher you get the 
opportunity to reach the other side of the street, by sliding across on 
washing lines. You also be able to run along side the railway at the end of 
the street. At the end, once you’ve collected the badges, you have to make it 
to the end of the street and up to the train to collect the Gold Remote. 

eND of aRea boss 

BOSS: mOOSHOO PORk 

RewaRD: coLd Remote 

The aim here is to fry the big bad boss. You see that at the far end of the 
room is a red switch on the wall. When Mooshoo starts to chase you round 
the room, you need to leap up and swipe the switch with the tail to 
electrocute him. When he gets to the switch, avoid the electrical pulses that 
shoot out from the metal grids on the floor. While being pursued by me 
baddie, you need to leap over the green slime pit to avoid losing more 
health. After hitting him with charges a couple of times, he removes the 











metal grids to reveal more slime pits that you need to jump over. You now 
need to hit the switch one more time to finish Mooshoo off and be rewarded 
with the Gold Remote. 


aRea tHRee 


Level ONe: tHe umpiRe stRikes out (Rocket cHaNNeL) 

TARGET: 2 RED REMOTES 

2 SILVER REMOTES 

COLLECTIBLES: 30 ROCKETS, 40 PHASERS AND 50 SPACE SUITS 
9uest ONe: Rioe tHe Rocket 

RewaRD: Rep Remote, siLvea Remote + HippeN Remote 

The route taken includes a slight detour, but at the end, you should have the 
Remote. The first thing to remember is the suit that Gex wears for this level 
has a limited air supply, so you need to fill up in the air stations, or swipe air- 
tanks to replenish your oxygen levels. 

Leap onto the metal platforms to your left, not the spinning ones below and 
swipe the spider. Now flick the TV to gain a Health Fly. Smash the crates and 
the radar tower to pick up the collectibles, then head back to the starting 
position. Drop down to the bottom of the main area and follow the route of 
the metal girding on the right. This takes you to another rocky platform 
where you find a few more crates and air tanks. Walk up the metal girder to 
the top, then wait there until the three purple platforms pass underneath 
the forcefield. Now leap across them to the stationary ledges. Follow the 
path of the purple platforms to the next rocky asteroid. Smash the crates 
again to collect more items then hit the Manta Ray three times to defeat it. 
Leap over to the ledge with the pylon, and then grab a ride on the flying 
saucer down to the next platform. Jump off before the flying saucer 
detonates then smash all the crates to gain more collectibles. Leap over to 
the warp to get transported back to the start. Retrace your steps back to the 
large asteroid with the flying saucer that you rode on, but this time climb up 
the metal ramp, jump across the series of floating platforms before they 
drop under the force field (as this pushes Gex off). Leap onto the metal 
platform and collect another Health Fly and some oxygen. From here, leap 
onto a couple of the floating platforms to reach the next asteroid. Leap over 
the final platforms to the rocket and leap on to the top of it. Step into the 
paw print to activate the rocket; this now flies you to a Death Star-type of 
trench where the rocket crash-lands. Turn round and kill the manta ray and 
the spider, before leaping onto the next platform. Defeat the robot and jump 
to the last platform for loads of collectibles and oxygen. Now turn back and 
pass the crash site and continue along. Avoid the laser beams being fired at 
you, then drop down the tube to the heart of the base. Swipe the alien to 
defeat it, then collect the Red Remote. 







HiDpeN Remote 
RewaRD: silveR Remote 


This is, without doubt, one of the easiest ones to find. Take the route to the 
asteroid with the flying saucer parked next to it. Ride it down to the next 
platform as before. You see the Silver Remote sat just in front of the warp 
bubble that transports you back to the beginning of the level. If done right, 
you should be able to collect it while you are attempting Quest One. 

9ijest two: eNteR tHe Battle pome 

RewaRP: Rep Remote 

Drop down from the starting chamber and walk up the metal ramp then leap 
onto the spinning platforms. Drop down between the two platforms to 
defeat the alien and then smash the radar tower to pick up the collectibles. 
Use the purple platform to reach the main asteroid again. Climb up the ramp 
and over the spinning platforms, then drop down to the stationary platforms 
and another ramp. Once back on solid ground, look out for the snakes that 
appear from within the holes on the asteroid surface. Swipe them to kill 
them and then collect the phasers. If you’re after more collectibles, leap over 
to the radar on the separate rock and smash it. Otherwise, collect the power- 
up from the TV on the opposite rock. 

Go to the oxygen station, walk round to the next ledge that’s sticking out 
and leap across the floating platforms till you reach more solid ground with 
a warp coil on it. Climb the coil and when you reach the metal sections, 
collect the phasers. Keep climbing until you reach the very top, then leap 
onto the metal girding. Jump over to the curved metal girder and follow it 
round, but jump over the electrical charges that travel along the route, every 
so often. If you don’t avoid them, they push you off. At the end you can leap 
up to a safe girder, then across a gap and along another charged path, until 
you come to the very end. Leap over to the warp coll and climb down it to 
the planets surface, where you find much-needed oxygen and crates. Climb 
to the very top of the coil and leap onto the newly-appeared girder platform. 
Swipe the signs as well as the alien to gather more collectibles. Time your 
run over the rotating platforms, so that you are at the second one before it 
levels out. This gives you time to run up it to get to the stationary platform. 
Swipe the checkpoint, then leap down to the surface of the large asteroid, 
now drop to the next giant rock before leaping onto the pink platform that 
carries you across to the curved girder path. Follow it around until you come 
to a series of ledges you need to jump over to progress upwards. At the top, 
grab some much-needed air, then leap across the rotating ledges onto 
another curved walkway with charges being sent down it. At the end, leap 
onto another coil and climb to the top. Now jump onto the spinning girders, 
but time your run so that you don’t need to stop, or you fall into space and 
die. At the other end, grab some more air, then kill the alien and the robot 
before collecting the Red Remote. 







Level two: fiNe tUNINp (tOON tv) 

TARGET: 2 RED REMOTES 

2 SILVER REMOTES 

COLLECTIBLES: 30 CARROTS, 40 CANS AND 50 DETONATORS 

puest ONe: cLimB tne tRee 
RewaRD: Rep Remote + siLveR Remote 


This is the best route to receive the bonus Silver Remote while attempting 
the quest. 

Follow the path around and watch out for the flowers striking out with the 
sledgehammers. Collect the carrots as you go until you reach the water’s 
edge. Enter the water and swipe the two fish to collect more carrots, then 
climb back up from the side. At the top, hit the test-your-strength machine 
twice to move the ABC building block. Climb onto the top of it and grab 
some more carrots. Search the tree to find some more. When crossing the 
hard hat area, use the shadows on the ground to help you predict where the 
objects are going to land. Now go back to the test-your-strength machine 
and leap over to the next island with the traffic light and red mushroom. Run 
and jump as you go through the arch-way in the hedge, then do a tail swipe 
to smash the dominoes. On the other side, look in the hedge for another 
carrot, then swipe the bee to gain even more items. You should now be 
collecting cans. 

Watch out for the bowling balls that crash down the steps once you’ve 
passed the warning sign. Try and weave your way through them as you climb 
the steps. Halfway up, you see a sign pointing to your left; walk to the left- 
hand side to find a small alcove containing a power-up and some cans. At 
the top, swipe the bee to kill it then continue until you reach a cliff face. 

Drop into the pit area and kill the scorpion before hitting all three strength 
machines to create a stairway with the giant ABC blocks. Hit the furthest one 
first, so that the last one you hit is nearest the blocks. Once the stairs have 
been formed, you only have about five seconds to climb them and leap onto 
the sticky wall. Crawl round to the cliff face again, then leap onto the green 
platforms when they come into range. 

When you get to the fourth ledge, you see the next set of ledges disappear 
as they approach you. Make a dash across them until you reach the rock 
ledge. Hit the checkpoint, then pick up all the cans from the ledges and the 
scorpion’s body once you’ve swiped it. Use the blocks to reach the ledge, 
then time your run so you leap the gap just past the hard head area and 
avoid the block that appears. On the new ledge, flick the test-your-strength 
machine, then drop into the water. Kill the fish to grab the cans, then climb 
up the sticky part of the wall and time your jump over the three disappearing 
block to the next island. Walk out on the peninsula past the falling objects to 
discover a power-up. Come back and swipe the two machines to move the 
two blocks into the correct position to reach the girders that are in the sky. 
Leap from one girder to the next, then from the top one, jump over to the 






small island. Leap across some more platforms to reach solid ground. Cross 
the spinning ABC blocks and swipe another test-your-strength machine. Now 
time your jumps up the blocks until you reach a brick platform. Hit another 
machine and enter through the door. When you come out the other side 
you’re wearing a duck suit. Defeat the hunter, then leap up to the next ledge 
using the tree stump. Jump to another ledge, then do small jumps to stay on 
the rolling log to help you reach the other side. Take out the next hunter and 
walk through the trunk, then slowly climb the big tree in the corner to reach 
the Red Remote. 


puest two: stoRm tHe castle 

RewaRD: RCD Remote 

Take the same route you took for Quest One, but after you have reached the 
new island via the girders, run through the hard head area and swipe the 
strength machine next to the boat sign. This frees up the boat back near the 
girders that you climbed. Drop down the drain opening and this transports 
you back to the boat. The ship is now go on a mini-voyage. When it docks, 
hit another strength machine to open the swing door. Inside the castle, 
collect the flame power-up and use it to ignite the fuse on the rocket. Leap 
onto the rocket and when it launches it takes you to the Red Remote. 

HiDPeN Remote 
RewaRD: silveR Remote 

Follow the route for the second quest, but when you reach the castle, walk 
round the outside walls to the left. Past the second corner you find the Silver 
Remote along with some cans to collect. Take your time when progressing 
round the walls, as the ledge is narrow and won’t allow for any mistakes. 

Level tHRee: paNcaea 90210 (pRe-HistORV cnaNNel) 

TARGET: 2 RED REMOTES 

2 SILVER REMOTES 

COLLECTIBLES: 30 DRUMSTICKS, 40 BUFFALO SKULLS AND 50 DINOS 

puest ONe: assault tHe Lava islaNP 

RewaRD: Rep Remote 


First of all jump across the river of lava then smash the dinosaur bones on 
the left to reveal some items and a green Health Fly in the TV next to the pre¬ 
historic toilets. Carry on up the hill and hit the egg thing on legs then use the 
ledge over the lava river to pick up the items and use the big bouncy flower 
to get more. Keep going and negotiate the lava flow with two platforms 
floating on it, then kill the pterodactyl making sure you pick up the items it 
leaves behind. Now cross the gap by jumping on the round vertically moving 
platforms and pick up the Health Fly from the TV on the other side. Drop 











down and use the bouncy plant to get up to the next high platform where an 
egg on legs attacks. Swipe him to get more goodies and continue by 
crossing another lava flow and killing the charging dinosaur (don’t worry 
about climbing the platforms on the lava flow just yet). Continue up and 
around the ledge being sure to jump the gap and kill the fire spitting plant. 
Climb around the wall onto the higher platform and jump the gap picking up 
the items on the way. Go right and jump over the lava to the ledge making 
sure you kill the descending pterodactyl. Walk around the plateau and jump 
up to receive the first Red Remote. 

siLveR Remote 

RewaRD: HiDPeN silveR Remote 

For the retrieval of this remote, simply follow the instructions for the first 
quest until you reach the bottom of the plateau where the first Red Remote 
was, making sure you pick up all the collectibles along the way. Kill the 
swooping pterodactyl and take a left past the flame coming out of the rock 
wall over the gap with the lava flowing through. Now carry on and kill the 
charging dinosaur. Negotiate the two moving platforms in the lava and use 
the fire hy from the TV to help defeat the triceratops. When he’s taken care 
of, jump up to the left to receive the Health Fly from the TV at the end 
continue to the platform where the lava boulders are continually falling, and 
drop down to receive the hidden Silver Remote. 

9uest two: climB tHe volcaNO 
RewaRD: SilveR Remote + rcd Remote 

Now simply drop off from the ledge where you recovered the hidden Silver 
Remote and you’ll find yourself back down just past the bouncy plant near 
the start of the level. Follow your original route until you reach the lava flow 
with the platforms going upwards. When you reach this point, jump up to 
the higher platforms until you reach the top on the left and follow it round. 
Grab the pick ups and swipe the egg creature on legs for more items. Smash 
the TV to collect the fire fly then climb along the wall from where the tree is 
located and take a right when the path splits into two. Carry on along the 
wall past the lava dripping overhead whilst collecting the bonus items along 
the way. Hit the mosquito after dropping off the wall back onto the path then 
jump past the flame. 

Destroy the charging dinosaur as you proceed then jump onto the platform 
jutting out of the wall with the wall path going around it. Pick up the 
collectibles and then use the wall to go down for more bonuses and a Health 
Fly within the TV there. Return back up to the platform and jump back to 
continue along your original route around the volcano, jump over the 
platforms, taking out the swooping pterodactyl along the way then carry on 
through the fire flower and past the falling lava boulders until you reach 
another egg on legs. Kill it then jump up the platforms to the left. Now 
negotiate the vertically moving platforms and remove the fire flower on the 
other side. Swipe your way through the barrier of dinosaur bones and 







collect the Health Fly in the TV. jump up to the left to collect the pick ups, by 
now you should have gained enough to warrant the other Silver Remote. If 
you haven’t, you should have enough when you carry on round the corner to 
the triceratops. Keep going carefully past yet more falling lava boulders and 
you will finally come to a barrier of two flames and a set of four protruding 
dinosaur bones. They are protecting the final Red Remote and the exit to the 
level so go through the middle of the flames and swipe the bones to take 
you into the next area. 


aRea fouR 

Level oNe: honcv i shrunR tne c^cko 

TARGET: 3 RED REMOTES 

2 SILVER REMOTES 

COLLECTIBLES: 30 BAHERIES, 40 LEDS AND 50 ATOMS 

9ijest ONe: CHaRce to tHe top 
RewaRD: BOTH silveR Remotes + Reo Remote 

Collect the three batteries, then swipe the hover robot for three more. Now 
get up onto the yellow climbing wall and go up and right to collect the 
Health Fly from the TV. Drop down back to the lower level and cross the room 
to use the green charger, now go back and use the green springs to jump up. 
Kill the robot spiders and collect all the batteries as you follow the path 
round. Carry on until the end of the path where the green charger and the 
red and green lift are. 

Use the charger then step onto the platform to be taken up to the top ot the 
shaft. Kill the baddies at the top and collect the batteries, you should have 
collected 30 by now, so you start collecting the LEDs next. Recharge nearby 
to activate the bigger robots and kill them for more LEDs. Now use the green 
springs to go up and activate the green walkway. Use it and pick up the 
goodies along the way. Swipe the TV on the other side to receive the green 
Health Fly. Turn around and you see two platforms floating in the air, use 
them and kill the hover robot on the other side for more LEDs. Now use the 
lowering clear purple platforms to get to the next yellow climbing wall. You 
enter an area with two robot spiders and lots of collectibles, so do the 
business and then use the green charger. Take the path next to the charger 
and drop off to use the green bridge when you’ve stepped on the activator. 
Use it and swipe the hover robot at the end for more goodies then step into 
the warp window. 

Cross the room and kill the baddie then negotiate the walkway that has 
nasty energy balls speeding along it. There is a green Health Fly on this 
route if you need it, but carry on if your health is okay. Kill the robot in the 
next room for more collectibles, you should be onto the atoms by now, but if 
you’re not, you soon will be. Now step into the next warp window to be 







taken to the penultimate section of this quest. Walk forwards and swipe the 
TV to activate the check point, kill the spiders for all the collectibles and look 
around for even more. Go to the top right corner of the room and swipe the 
TV there to receive the green Health Fly. Now backtrack to the green charger 
then across to the two green spring squares killing the now activated baddie 
on the way. The spring squares leads to a section of yellow climbing wall 
which, in turn leads to another green charger and a second section of 
climbing wall. Use it to take you towards a group of floating platforms each 
with atoms on them, negotiate them and use the green pad to activate the 
green walkway for crossing. Go to the right and use the next charger with 
two baddies on either side. Kill them both for more atoms then take the left 
path. Use the green spring squares to launch yourself up towards the final 
warp window. Instead of stepping in, though, turn around and you see 
yellow climbing wall behind you. Walk round to the very edge of the platform 
you’re on then jump to grab onto it. This may take a couple of attempts, but 
keep trying. Follow the path right round through the red shaft and you will 
find the hidden Silver Remote and lots of collectibles. 

You should have also collected your 50 atoms now and you are rewarded 
with the Silver Remote. If you have missed some of the collectibles, just 
carry on and you have it soon enough. Now drop down the shaft and use the 
charger back where you started with the two baddies. Go left again and use 
the green springs to take you up and through the warp. 

Cross the next section of walkways with the energy pulses that reduce your 
energy if you touch them. Collect the atoms along the way and step across 
through the next warp window, using the green charger on the other side. 
Use the nearby green spring to reach a green Health Fly then recharge ready 
to negotiate the nearby springs up to the top of the shaft, jump on the first 
and hold right to hit the next, hold right again so you are spiralling clockwise 
to the top. Collect the goodies when you reach the top then head straight for 
the Red Remote to end this quest. 

9 uest 2: fiND tHe i/o toweR 

RewaRD: Rep Remote 


Follow the route for the first quest until you reach the checkpoint. Use the 
green charger as before and use the green spring squares to catapult you up 
to the yellow climbing wall. Go left as before and kill the hover robot near 
the next charger. Recharge and continue left on the climbing wall then drop 
down to use the green bridge after activating the pad, collect the pick ups 
along the way. When you reach the other side, instead of going towards the 
two baddies next to the charger, jump off the ledge towards the clear purple 
platforms leading up to a charger. When you are charged drop off and 
activate the green bridge at the bottom, making sure you kill the baddie 
first. Again kill the baddie on the other side of the bridge and then enter the 
warp window. Go into the opposite corner of the next room and swipe the TV 
for a green Health Fly then jump up using the purple step in the middle of 
the room to reach the higher platform with the rotating platforms spinning 
overhead. Jump onto it then tail swipe the laser pad to swing yourself off 





towards the next laser across the room. Jump off from here towards the 
yellow climbing wall then climb up towards the higher platform. Collect the 
goodies there then turn around to see more spinning platforms, jump to the 
first one and then tail swipe the laser pad to head towards the second one 
on the left. When you’re connected, dismount and collect the green Health 
Fly from the TV then jump back on and swipe the pad to take you to the third 
laser. When the time is right, jump off and enter the next warp window. 

In the next area, jump to the next rotating platform and tail swipe your way 
across to the next laser receiver. Now jump across to the next warp window 
and wander through. Cross the next room and use the two clear purple 
platforms to reach the higher ledge. When you get there use the rotating 
platform behind you to propel you towards the next laser receiver to the 
right of the I/O Tower. Now tail swipe again to be sent off towards the next 
laser receiver, next to the platform with the atoms spinning around in a 
circle. Collect them then jump back onto the rotating platform and set off 
towards the last laser receiver, jump to the ledge and go up to receive the 
second Red Remote. 

9uest T: CHaRce tne a.c.t steps 

RewaRD: Rep Remote 

Follow the route for Goal One back to the checkpoint then continue to the 
fork where the charger is protected by two baddies on either side. Instead of 
going left, take the right route up the lift making sure that you are charged 
before hand. Follow the path round while killing the baddies and collecting 
all the bonus items. At the end of the path, use the yellow climbing wall to 
take you onto the ceiling. Drop off next to the TV if you need health but if 
not, go down the red shaft and use the warp window. Use the charger and 
kill the baddie there for collectibles, now recharge and take the nearest 
charge activated platform as far as it goes. Return down to recharge and 
take the platform to your right as far as it goes. Now drop back down and 
recharge, use the barrel as your first step and jump across the next two 
positioned platforms to reach the ledge with bonus items on it. Follow it up 
to the right to reach a third lift that takes you across the gap to another 
platform. Cross the charge activated green bridge to reach the third and final 
Red Remote. 


Level 2: polteRcex (scReam tv) 

TARGET: 3 RED REMOTES 

2 SILVER REMOTES 

COLLECTIBLES: 30 SKULLS, 40 TOMBSTONES AND 50 HOCKEY MASKS 

puest ONe: ReacH tHe top of tHe moRfiye 

RewaRD: HiDPeN siLveR Remote 


Take Gex up the first staircase, then up the left one and through the door 








collecting the bonus items along the way. jump the gaps using the 
chandeliers, but be quick as they fall to the ground. Hit the fire-breathing 
ghost before it hits you, then collect the items it has left behind. Go through 
the door and drop down to collect the Ice Fly from the TV. Run to the 
opposite side past the faces coming out of the wall and up the steps back to 
the top. Cross the gap using the chandeliers once again and kill the over 
grown pumpkin on the other side before going through the door. Use the 
tables, desks and coffins floating around the room to get over to the other 
side and push both the coffins into the gaps. Now return and collect the 
goodies then push another coffin into the gap next to it. This opens the gate 
to the hidden Silver Remote. 


Rep Remote 


Use the floating furniture again but this time wait until it is on its return 
voyage, then jump off to the right onto the blue climbing wall. Crawl up and 
go through the door. Go down the stairs and kill both the zombie characters 
making sure you keep swiping them to get all the collectibles out of them. 

Go to the other side of the room and duck down into the hole in the wall for 
more collectibles then use the grandfather clock to get up to the Ice Fly in 
the TV on top of the bookcase. Use the door behind the clock and take the 
stairs down to get to the morgue. Now it’s a case of well timed jumps to get 
to the next floor. Kill the zombie at the top and go around the corner to the 
next set of trickier jumps. Use the lowest draw on the left side then up to the 
next on the same side. Now time it to jump to a draw on the opposite side. 
When you reach this point use the next two shelves on the same side, 
gradually taking you higher. Now take Gex back to the left side with your 
next jump. Stay on the left side to jump to one last draw then jump straight 
to the platform with the first Red Remote on it. 

puest two: asceND tHe cHost toweR 
RewaRD: Rep Remote 

Use the door on the ground floor and walk across the room and stand under 
the red light to turn it green. When the two ghosts are out of the way, walk 
forward through the next door. Kill the zombie and pick up his collectibles 
then swipe the TV to gain the green Health Fly. Go to the top right and use 
the blue climbing wall and climb up to the higher level picking up the 
goodies on the way. Use the door at the top and wait on the other side. Run 
past the giant suits of armour and axes when it’s clear and drop down and 
kill the mad zombie with the knife. Make sure you swipe his decapitated 
head or the body keeps pursuing you. Pick up the collectibles he has left 
behind then use the blue climbing wall behind the cauldron to take you to a 
platform with some collectibles and a TV holding an Ice Fly. Drop down from 
the platform and go left past a group of axe-swinging suits of armour. Go 
through the door and run straight under the first red light to turn it green, 
picking up the collectibles there. From here go left to the nearest light. Now 
go to the other gap and duck down by the hole for collectibles then, climb 






up the grey climbing wall at the end of the room and kill the over grown 
pumpkin for collectibles. 

Head round to the left and jump the gaps leading to the zombie, th^n jump 
the third, bigger gap using the karate kick jump. Swipe the fire breathing 
ghost on the other side then go through the door. Use the blue climbing wall 
on either side of the balcony to get to the other side then use the door of 
your choice to take you to the next room. Push the first coffin on the left into 
the gap to release one of the zombies. Kill it and collect the bonus items, 
then push the last coffin on the left opening the gate for another zombie to 
attack. When that one has taken care of, push the last coffin on the right into 
the gap to release the final zombie. Once he has taken care of, push the 
middle coffin on the right to unlock the door behind the middle gap at the 
top of the room. Go through and jump on the floating furniture to take you 
to the collectibles on top of the book case then catch the next one to take 
you to the balcony at the far end. Walk round to the end and kill the over 
grown pumpkin then go through the door. Duck down by the hole on the wall 
for extra pick ups, then walk round avoiding the heads being tossed by the 
ghost at the end. Swipe the ghost when you reach it then jump to the small 
balcony for the Health Fly in the TV then jump back and go through the door. 
In the next room use the three chandeliers to take you across the gap and 
use the big door at the end. Kill the mad zombie in the next room making 
sure you swipe his head for lots of collectibles then swipe the TV at the end 
for an extra life. Go up the stairs avoiding the heads coming down and swipe 
the ghost at the top. Carry on around the stairs collecting the bonus items 
then go straight up killing a final head throwing ghost before reaching the 
second Red Remote. 

puest tHRee: smasH eiCHt bLood cooleRS 
RewaRD: silveR Remote + rcd Remote 

Collect all the bonus items on the floor you’re on then go up the staircase up 
to the right and smash the blood cooler there. Pick up all the collectibles 
then open the door for more. Now come back down the stairs and exit 
through the door at the bottom. Walk as far as the red light to turn it green 
then walk through the door when it’s clear. Smash the TV for health and kill 
the zombie then use the blue climbing wall collecting the goodies. Turn 
around and use the chandelier to get to the Ice Fly in the TV then return to 
where the body of the zombie is and run a rind of ice around it (using the 
square button), when he’s turned into an ice cube, swipe it for even more 
goodies. Now climb up the wall again and exit through the door. Avoid the 
falling axes and kill the knife swinging zombie then collect all the bonuses 
around the room. Use the grey climbing wall for the Ice Fly and smash the 
second blood cooler as well. Drop down from the ledge and go back to the 
start of the quest this time taking the left staircase instead of the right. Use 
the door at the top and smash the next blood cooler on the right. Use the 
chandeliers to cross the gap and exit through the door after killing the fire 

breathing ghost. . ^ u 

Drop down and break the blood cooler on the other side of the room then 






smash the TV for the Ice Fly. Return to the top once you have collected the 
other pick ups by walking past the faces coming out of the walls then up the 
steps and across the chandeliers to kill the pumpkin. Take the door on the 
other side, drop down to smash the next blood cooler (only three to go) after 
collecting the goodies by the chandelier. Take a floating desk over to the two 
coffins and push them in to open the gate protecting some collectibles and 
ride the furniture back again to get them. Return across the gap once more 
and use the blue climbing wall to get to the higher ledge and pass through 
the door. Go down the stairs and kill the two zombies and you should 
receive the reward Silver Remote. 

Duck down by the hole in the wall for more collectibles if you still need 
more. Open the door behind the book case for your sixth blood cooler. Use 
the bookcase where the Ice Fly is to get onto the floating table, use this to 
get you to the opposite high platform killing the pumpkin and smashing the 
next blood cooler. Use the door at the other end of the balcony to take you 
to the dark room with the red lights and ghosts. Go under the first light and 
run left when \Vs clear. Head over to the opposite side of the room to smash 
the last blood cooler. Now run back through the door you used to get here 
and retrace your steps back to where the seventh blood cooler was and take 
the door next to it this time. Take the stairs and kill the fire breathing ghost 
and take the chandeliers across the gap and smash the TV for the Life Fly 
then go back and pass the faces coming from the wall to collect the final Red 
Remote on this level. 

Level T: This oLd cave (pRe-HistORV cnaNNel) 

TARGET: 3 RED REMOTES 

2 SILVER REMOTES 

COLLECTIBLES: 30 DRUMSTICKS, 40 SKULLS AND 50 DINOS 

ouest ONe: wat cH foR falliNC Lava 

RewaRD: Rep Remote aewaRP siLveR Remote 

Pick up all the drumsticks in the circle at the start of this level then cross the 
lava flow killing the fly and picking up the collectibles at the same time. Kill 
the dinosaur on the other side and also swipe his tail that comes after you 
for extra bonus items. Now jump on the bouncy flower and jump over to the 
TV and swipe it for the Ice Fly. Collect the goodies there and then use the 
white climbing wall and go left. Drop off onto the platform and jump to the 
bouncy flower picking up the collectibles as you go. jump over to the cove 
and pick up the items and follow the cave down and round killing the egg on 
legs there. Go as far round as you can collecting the items then grab onto 
the white climbing wall. Take it left making sure you avoid the dripping lava 
as you proceed, when you reach the top smash the TV for a Health Fly then 
grab the collectibles at the edge of the lava flow. Grab onto the next climbing 
wall and follow it to another ledge with collectibles on and carry on following 
the climbing wall left avoiding more lava drips. Continue following the wall 









along until you reach a ledge with a bridge crossing to the first Red Remote 
on this level. To be able to get the reward Silver Remote you are going to 
have to kill yourself before picking up the red one so you can continue 
collecting the bonus items. You only have to spend one life and follow the 
same path again to achieve this, so it’s worth the loss. 

9uest two: DODce tHe steam vents 

RewaRD: HiDPeN silveR Remote 

Hit the fly on the other side of the lava flow and proceed to the bouncy 
flower over the lava, whilst collecting the Ice Fly from the TV. Crawl along the 
white climbing wall to the left and jump on another bouncy flower then onto 
the next climbing wall avoiding the dripping lava as you go. Kill the 
Pterodactyl when you reach the next ledge then use the first bouncy flower 
to propel you to the next so you can reach the TV earning health. Go back 
down and walk under the archway leading to more lava and jumps. 

Negotiate the jumps watching for the fire coming from the wall and jump off 
the high ledge to the right for pick ups. 

Swipe the pterodactyl then go down to the lowest platform by the lava. Jump 
across the lava using the platforms then jump up the ledge near the lava fall 
and use the steam propelled platform to go up to by the TV for an extra life. 
Go back down and head in the opposite direction to the platforms in the lava 
until you come to a Pterodactyl and a dinosaur. Kill them both and proceed 
by jumping to another steam propelled platform leading to a TV holding a 
Health Fly. Now go right as far as you can jump up the platforms and use the 
other steam propelled platforms until you come to one last platform leading 
to the hidden Silver Remote. 


Rep Remote 


From your position by the Silver Remote, jump down to your left and you 
cross more lava then pass through another archway to reach the second Red 
Remote. Pretty easy really! 

9ue$t tHRee: BouNce up tHe floweRS 

From the start of this quest, follow you original route over the first lava flow, 
using the bouncy flower to reach the Ice Fly then using the climbing walls to 
get past the lava drips. After hitting the second pterodactyl and coming to 
the two bouncy flowers by the Health Fly and archway, use the higher of the 
two flowers to get you on top of the bridge and to the checkpoint TV. Swipe 
it then follow the bridge into the cave after picking up the collectibles. Use 
the white climbing wall to negotiate the next set of dripping lava then jump 
across the sea of lava using the first two flowers there. When you come to 
the third, follow the line of collectibles to lead you safely to the next flower 
that isn’t in sight yet. jump up the next set of bouncy flowers being extra 
careful, not to miss then when you finally reach the top kill the dinosaur and 
walk round the corner to receive the third and final Red Remote. There’s just 







the Boss to go now before Area Five is at your fingertips! 

eND-of-aRea boss: cexziLLa vs mecHRez 

RewaRD: coLd Remote 

Fighting Mechrez as Gexzilla is by far the best battle in the entire game. The 
fight takes place in a crowded city with different buildings all around you. 
The object is to hit Mechrez with your tail swipe until his energy is all gone. 
You cannot hit him from the rear due to his electrified back so front attacks 
are your limit. Be ready for him to get quicker and smarter the further 
through the fight you go, with the added annoyance of tanks and helicopters 
to contend with as well. When they appear make sure you tail swipe them as 
a priority. Mechrez also takes flight onto the nearest building and use his 
electricity to hurt you but if you’re quick you can swipe the building until it 
collapses and score a hit straight away. Mechrez also has a rush attack 
where he suddenly shoots towards you at a rate of knots that causes you 
damage. Simply move yourself behind the nearest building to stop him then 
follow it up with a swipe when he moves round. You’re able to anticipate his 
rush move making it easier for you to get out of the way. Watch the excellent 
explosion after you kill him and receive the Gold Remote. Well done, Area 
Five is now open for you! 


aaea five 

Level ONe: samuRai NicHt feveR 

TARGET: 3 RED REMOTES 

2 SILVER REMOTES 

COLLECTIBLES: 30 TAKE-AWAYS, 40 YIN YANGS + 50 MASKS 

ouest ONe; Navicat e tne CReat spiNNeR 
RewaRD: Rep Remote, hiddcn siLveR Remote + RewaRD 

■ ~ Remote 

There aren’t enough collectibles on any of the goals of this level to gain the 
Reward Silver Remote, so the best tactic is to kill yourself towards the end of 
the first quest so you can go back and collect them all again. First of all kill 
the mosquito by the pool then go back to the left and break the vase for 
some items before killing the ninja for some more. Carry on the golden 
climbing wall then climb down collecting the items on the way, don t worry 
about the gong at the bottom just return to the top and walk back around to 
where you came from and enter the building for a Health Fly and some more 
take-aways. 

Cross the pool and go over the large bridge collecting the items there. Now 
time your way past the tilting spike pole and use the yin-yang floor pad to 
bounce up to the high ledge. Kill the ninja and continue around the path to 











kill another one along with a mosquito. When it’s clear, break the two vases ^ 
for more items and smash the door open under the sign ‘Subtitles sold here’ 
to get more collectibles (you should be onto collecting yin-yangs by now). 
Time your jumps across the lava pit using the two moving platforms and 
smash more vases in the top left hand corner for collectibles. Stand on the 
edge of the ledge from where you smashed the vases and look down. You 
see a golden climbing wall low down, so jump down and push towards the 
wall to grip onto it as you fall past it. Climb around the all until you reach the 
Hidden Silver Remote. When you’ve collected it jump into the warp sphere to 
be taken back to the top ledge from where you came from. To get the Life Fly 
on top of the high platform simply hit the gong and then jump onto the box 
that raises out of the ground. Now jump up onto the top of the platform and 
smash the TV. jump down and use the golden climbing wall on your left to 
get to the next section; watch out for the spiked section though as you go. 
When you reach the next section kill the ninja that appears then smash the 
TV for a Health Fly, now head left past the tilting spiked pole and across the 
collapsing bridge. 

Hit the gong to open the door where you got the Health Fly, and return 
across the bridge and go through. Use the floor pads to help you across the 
gap and swipe the trap door by the flag to drop down and collect some 
items, use the climbing wall to get back out again. Now use the sprig pad to 
go towards the blue platform and kill the fire breathing thing to collect more 
items. Carefully use more spring boards to cross the gap to the vase on the 
other side. If you should fall to the lower level use the climbing wall to get 
back up and try again. Now time your jump to the revolving platform and 
jump onto the next platform that’s to the left of the original one. Hit the gong 
to lower a bridge, so climb up and use the square platform in front of two 
flags to lower yourself. Hit another gong and climb up once more then kill 
the huge man with the sword by tail swiping his head twice. When you’ve 
done that, time your jump onto the ‘great spinner’ and then jump off onto 
the final platform on the right where you can see a gong and the Red 
Remote. Hit the gong then get the remote to end the level. 

puest two: Ripe tHe swincinc platfoRms 
RewaRD: Rep Remote 


Kill the mosquito and walk round to the vases to collect the items and kill the 
ninja. Use the golden climbing wall to go down to the gong and tail swipe it to 
open a door near the start. Return up to the top and enter the next area via 
the newly opened door and cross the collapsing bridge. Break the two vases 
for some collectibles then use the green moving platforms to cross to the 
next section and pick up the items there. Now use the lowest spinning 
platform to get you to the other spinner next to it and jump from the platform 
you landed on to the other one on the same spinner. Now jump back to the 
other spinner on the higher platform and then onto the ledge to kill the ninja 
before carefully crossing the small bridge. Time your way past the swinging 
axe blades collecting the items on the other side then jump onto the swinging 
platform and off the other side onto the next ledge. Kill the mosquito there 






and smash the TV for an Ice Fly then turn to your right and jump to the next 
swinging platform and onto another ledge. Use the moving platform to get to 
the ninja and swipe it twice. Now use the next moving platform to get to the 
furthest ledge and kill the big bad guy there. The door opens, allowing you 
through to negotiate the collapsing bridge with the axe blade swinging 
through it. Smash the vase on the other side for some more collectibles then 
time your jump onto the two rotating platforms and jump across to kill the 
fire breathing monster there. Walk up the brick path and avoid the spiky 
ground with two axes swinging on either side,. When that*s clear, break the 
two vases by the tree then kill the bad guy by swiping his head twice. Now 
swipe the gong on the right to lower a small draw-bridge that lets you get to 
the next Red Remote. Before you get it though, be sure to swipe the gong 
next to it (this will open a gate for Quest Three). 

9uest tHRee: cLiitib tHe toweRiNQ temple 
RewaRD: Rep Remote 


When you first start this quest you see a barrier raising in the background. 
Follow the path up the hill and take a right by the ‘No Skateboarding’ sign 
and use the yin-yang spring to get up to the higher ledge collecting the 
items on the way. Use the swinging platform to cross the first gap and time 
your run past the two swinging axe heads onto the next platform ahead, 
jump right onto a ledge for some more collectibles then return to the 
swinger and time your jump to the next and jump again to reach a path that 
goes around to the right. Avoid the two axe heads by running right through 
the middle then fight the ninja before jumping into the cage. When the ride 
ends jump out and collect the Health Fly from the TV on the right, now turn 
around and make a tail jump across the lava and kill the fire breather. Now 
jump to the final ledge and kill the big bad guy before jumping onto the 
golden climbing wall and following the path across the ceiling avoiding the 
spikes to get to the next area. Walk around the out side of the lava pit and 
collect the items on the right, now walk onto the hill and jump to the rotating 
platforms across to the climbing wall on the other side. Use it to take you 
across the ceiling avoiding more spikes and up to the next level. Use all 
three of the moving platforms to get to the wooden path that goes upwards 
but you have to do a double jump to reach it. Follow it right up to the top 
and use the two rotating platform poles to carefully jump across the large 
gap to the next cage on the other side, this takes you on its final journey to 
the very top of the temple where you find the final Red Remote. Walk to the 
right and kill the fire breather before continuing round to the remote where 
you must first kill the ninja that appears. 

Level two: paiN in tHe asteRoiDS 

TARGET: 3 RED REMOTES 

2 SILVER REMOTES 

COLLECTIBLES: 30 ROCKETS, 40 GUNS AND 50 VACUUM SUITS 







puest oNe: Find tHe aacHeo asteROiP 

RewaRD: Rep Remote + RewaRo Remote 

Exit the air chamber and smash both of the large radars for items then tail 
swipe the switch on the edge of the platform. When the metal platforms 
have got into place stand on the nearest one and tail swipe it again to be 
taken to an air box and an Ice Fly. When you’re topped up on air, flick the 
switch and jump back onto the metal plate again. Flick the switch once rnore 
and now use the bridge all the metal plates have created. On the other side 
swipe the stingray and collect the air bubble by standing directly under it 
and jumping up. Now smash the radar and the air box that are next to each 
other and then continue quickly up all of the platforms that take you to a 
higher area. Swipe the sting ray and the radar there and continue across 
towards the moving metal bridge at the top of the screen, jump down to the 
hidden platform between you and the bridge to collect a Fiealth Fly then go 
across the bridge and jump across the falling platforms to the circular metal 
platform. Use the air chamber and run around the platform collecting the 
items along the way. Use the lift in the middle and it lowers you down to the 
next section. When the lift stops jump out and go to the nearest rock on the 
left to top up your air. Now jump down the remaining rocks collecting all the 
items on the way and killing all the spiders you coma across. When you 
reach the very bottom kill the fast moving robot and swipe the tower for 
more pick-ups. here’s also an air box there; you probably need it by now, so 
make the most of it before you continue. 

Now swipe the switch on the left and jump across to the metal bridge that 
appears making sure you avoid the fire halfway across. Continue onto the 
rotating platforms then carefully onto the next section to kill the alien and 
get the ice Fly from the TV. Collect all the items there and top up your air in 
the chamber, now swipe the switch ahead of you and cross another metal 
bridge section until you reach yet another platform. Kill the robot and pick 
up all of the collectibles before getting more air from the chamber, swipe the 
aerial and then the switch to allow you to climb up the large row of rocks 
and metal platforms that lead you nearer to your target. When you reach the 
top run straight to your left to replenish the air you lost on the way up. Now 
go to your right and take out the antenna then run round the large rock to 
your right and use the grey climbing wall and follow its path to the under 
side. When you get off the wall quickly run and use the lift in front of you 
then exit straight onto another air chamber to the left of the lift shaft. When 
you’re completely re-fuelled kill the spiders for the collectibles then use the 
falling platforms to take the rest of the way up to the Red Remote. This last 
little bit of the level after the lift is very hard but work quickly and don’t 
leave it too long before you jump. By the end of the first quest you have also 
earned enough collectibles for the reward Silver Remote to be yours. 

HiDPeN silveR Remote 


To gain the hidden Silver Remote, simply follow the path of quest one until 
you reach the circular platform that is connected to a central hub. Climb up it 






collecting the items that are dotted around until you reach the top. Use the 
air box to your left then jump on the platform in the middle and go 
immediately to the air chamber at the top. Now kill the alien by the warp 
doorway and jump through the purple lens and rioh^^ 

there. Now run past both of the metal circular structures to the top right 
hand corner of the island where you will find a green Health Fly and the 
Hidden Silver Remote. 

91 lest two: Ripe tHe waRP tuBe 
RPwaRD: Rep Remote 

Follow the same route as in finding the Hidden Silver Remote, but in^ead of 
jumping through to the purple warp way, take the opposite lift with the red 
shiny halo above it. When you reach the top level of the Warp Tube, dive 
straight into the air chamber then negotiate your way past the three 
electrifying obstacles. When you reach the other side swipe the alien on 
your right and pick up the collectibles it ieaves behind before hitting the air 
box and topping up. Now smash the metal structure on the left for more 
collectibles and run up to the right to charge up in the next air chamber 
before killing another alien and jumping onto the higher P'atfo™ 
green Health Fly and smash the structure for more pick ups. When that s 
complete, jump to the metal pole on the left of the higher 
all the way to the top, once there first jump left to the small ledge with the 
air chamber and top right up on air as you’re going to need it all for the next 
section. Now quickly jump back to the pole and across all three rnoving lifts 
onto the solid platforms that circle the huge fire spitting sphere, jump round 
the platforms not worrying about the fire as you jump clear over it an^ay. 
When you reach the last platform, jump straight onto the next rock with an 
air chamber on it. Charge up as you need to by now. Turn and look towards 
you’re next challenge: there are several lifts in a spiral pattern going 
upwards. When the lowest lift is nearest you, jump on. Now simply press 
your directional pad to the right and jump from lift to lift until you re on the 
highest one; wait until it’s gone round a complete circle then jump oft to the 
final platform with an air chamber and the Red Remote on it. Dive in the air 
chamber if you’re really low, then grab the Remote; only one more quest on 
this level to go. 

Quest tHRee: pestROV five cRVStal pow eR cells 

^ RewaRD: Rep Remote 

Follow the route for quest one until you come to the circular walkway with 
the lift and the tower you can climb. Use the lift to go down and jump on the 
Dlatform to your right to swipe the first of the five Power Crystals. Now take 
ftie lift to your right again to get back to the circular platform and quickly run 
back to the a 7 r cumber at the start. When your air is in the green, run round 
and climb around the tower to discover another crystal, swipe it and 
continue by climbing to the very top of the tower and gab the air box there. 
Now take the lift up and kill the alien at the top before jumping into the 










purple portal. Run forwards to discover the next crystal and then to the right 
of the air chamber for the forth, only one more to go. Now return through the 
purple portal and head to the right using the lift to take you across the gap 
then another lift to take you to the higher platform with the final crystal on. 
When you’ve swiped it drop down to the air chamber to top up then continue 
along the path killing the spider then jumping across the lifts and platforms 
until you reach the final Red Remote on this level, just one more level to go 

now. 


aRea six 

Level oNe: no weoDiNCS aNP a fuNeaaL 

TARGET: 3 RED REMOTES 

2 SILVER REMOTES 

COLLECTIBLES: 30 COGS, 40 BOXES AND 50 CANS 

Quest ONe: peNetRate Rez's inncr saNCtum 
Rewai^: Rep Remote, hiddcn siLvcr Remote + RewaRo 
Remote 

Collect all six of the cogs on both ramps leading down to the lower level then 
walk round to the left picking up more there. Now drop down to a lower level 
again and swipe the monster before it can shoot you. Collect all of the items 
down there and use the silver climbing wall to return to the higher ledge. 

Use the moving speaker platforms to cross the gap to the platform on the 
right of this area and walk through the small portal door. In the next room 
complete the puzzle by simply stepping on one of the three raised 
platforms, if it lights up blue, you’ve got it right, but if it lights up red, look in 
the mirror and the one you need to step on is indicated for a couple of 
seconds by a green light. When you’ve stepped on all of them in the correct 
order the mirror smashes, revealing another small portal door. Use it. 

Collect all of the cogs on the far side of this next room then double jump on 
both of the buttons on the remote lift, jump of onto the higher platform 
when it goes up then collect all of the cogs up there. Wait until a moving 
platform is passing you then jump on and let it take you over to the other 
side of the room where you should jump off onto the higher ledge there. 

Wait until the fan isn’t blowing, then run past up the slope and round to the 
right; now use the speaker platforms to reach all three areas in three of the 
corners in this area. If you take the speakers to your right first you receive 
some collectibles and the hidden Silver Remote. 

Now go to the next are on the left and you have more items and an extra life. 
When you’ve done that, use the speakers to take you to the last area on the 
left where you find more collectibles and a green Health Fly. You should be 
onto collecting the red boxes by the time you use the silver climbing wall to 
take you on your way to the next part of this level. Double jump onto the 
robot that attacks you and collect the items it leaves behind. Follow the path 









and use the first conveyor belt to take you left collecting the items; watch 
out for the fan blasting out air, it knocks you off and you’ have to do it all 
again. 

When you reach the other side use the silver climbing wall to take you up 
picking up the collectibles on the way, again watch out for the fan at the top. 
When you make it onto the higher ledge walk around the corner and kill the 
bad guy and collect the items, now use the lift and collect the Health Fly at 
the top before using the portal to get to the next section of the level. 
Complete the easy puzzle once more in the same vein as the previous one, 
though this time it has four platforms and not three. When it’s completed go 
through the portal and swipe the cog on the left several times quickly so the 
platform under the liquid comes out. jump over it quickly before it lowers 
again and jump on all three buttons on the remote lift to take you to the 
higher ledge. Once there walk round to the left collecting all the items and 
getting the green Health Fly at the end. Walk back and swipe the cog hard 
and fast to raise another two platforms in front of you. jump across quickly 
making sure you get the collectibles on the way and land on the silver 
climbing wall. Go to the left making sure you avoid the fan, then drop down 
onto a platform before using the next climbing wall. Follow its path up to a 
small ledge with a conveyor belt to your right, jump on and make your way 
past the first fan then jump the gap to the next belt collecting the items mid 
flight. Avoid two more fans to reach the next platform and go through the 
portal to reach a well deserved check point. 

jump across to the first spinning platform then across to the second making 
sure you collect the items on route. Now jump across to the spinning 
cylinder then across the final platform before you reach the ledge on the 
other side. You should be onto collecting cans by the time you reach the 
Health Fly. When you’re done, use the portal to reach the next section; keep 
going you’re nearly there! Swipe the cog to raise the two small platforms and 
jump across to the opposite ledge, walk round to the right and collect the 
items before you jump up to the raised platform with the conveyor belt to 
your left, jump on and let it take you left so you can jump to the next belt. 
Run along it to the end then jump up the next belt that’s going the other 
way, now jump across to the next one again just before you’re going to fall 
off. Wait until the lift is low enough for you to get to then jump on, now jump 
left when it’s at the top so you can get to the platform on your left. Follow 
the path up and around the wall until you reach the end, you see speaker 
platforms in front of you and a bad guy on the other side of the room 
shooting energy balls at you. Use the speakers to get across to it while 
avoiding its fire at the same time. 

When you reach it give it a swipe and collect the green Health Fly and the 
items on the left. Now use the vertical conveyor belt on the right but avoid 
the fan at the top. Now walk round to the right and jump qujckly across the 
fast moving belts so you don’t get thrown off. Work your way around the 
wall until you reach another cog with two small platforms spanning the gap 
ahead of you. Go across but beware of the fan by the second platform or it’s 
night, night for Gexyl When you reach the other side walk round to the 
remote left; you need to tail jump on all four of the buttons in quick 



succession for it to raise. When it’s at the top, jump to a moving platform 
that should be passing, but before it goes through the wall jump right to the 
raised conveyor belts with collectibles on them; it’s not easy, but you should 


get it within a couple of attempts. ._ 

When you’re on the first one jump up to the second then make another jump 
to one more moving platform. Let it take you towards a ledge on the other 
side and jump to it. When you’re there collect the items and walk through 
the portal. In this room collect all of the cans in here and you will receive the 
Reward Remote, when it’s yours walk to the end of the room and use the lift 


to take you up to the Red Remote. 


eND-of-aRea boss: cHaNNel z 

RewaRD: coLd Remote 


Jump onto the lift and it takes you up to the very top of the room, jump onto 
the ledge and collect the green remote before walking into the green warp in 
the middle. Wait for Rez to try and speed into you then follow him and jump 
swipe him. he spins dizzily into the lightning coming from the middle of the 
room giving him a rather nasty shock. When you’ve done that the view 
changes to a chase mode. You’re playing the game through Rez’s eyes, but 
you’re still controlling Gex. Avoid all of his missiles then repeat the process 
another two times to enter the second phase of the battle. He floats into the 
middle section of the room and grow really big. Avoid his swipes by jumping 
then run to whichever green cylinder lights up and stand on it. just as Rez is 
about to pound you with his big fist, jump out of the way so his fist lands on 
the cylinder. Repeat this three times avoiding the swipes and his laser eyes 
until he’s dead - congratulations, you’ve done it. Rez is dead and the battle 
is over; or is it? 

If you can’t get enough of Gex 3D: Enter the Gecko, there are many more 
bonus levels you can play as well as three top secret levels that allow you to 
see a secret endingl Each time you have collected three Silver Remotes, a 
bonus stage has been opened. There are nine in all, and they each involve 
you having to collect a certain number of collectibles within a set time limit. 
Each level you complete earns you another Gold Remote. These levels are 
pretty straightforward and you shouldn’t have many problems with them, so 
we’ll concentrate on the three secret levels you must complete to get the 

special ending. , , • 

The secret area is quite easy to find: Simply walk up the archway using the 
checked climbing wall and use the lift to whisk you across the gap to ^e 
entrance of each of the three levels in the Media dimension. You need four 
Gold Remotes to enter each of the levels which you collect from the much 
easier bonus levels and from the bosses you have already beaten. 
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secRet Levels 


Lava paBBa do 

9 uest ONe: Navicate tHe RiveR of fiae 

Rev^aRD: Rep Remote 

Walk round to the right and climb up the raised platform using the white 
climbing surface, jump across the series of four moving platforms until you 
reach a cave at the end of the final ledge. Walk through, then run up the far 
right hand ramp avoiding the boulders by hiding behind the raised ledges in 
the ground, when you reach the top get the green Health Fly before walking 
through the hole in the wall. On the other side kill the egg on legs then walk 
far to the left and quickly do a karate kick jump to reach the white climbing 
surface on the wall. Walk along to the right avoiding the dripping lava and 
follow it up past the two spiders. When you reach the end of the road, jump 
off onto the ledge then jump down to the path below you. jump across to 
the dinosaur and swipe it and its tail; when it’s clear keep jumping across 
the gaps until you reach the tooth like barrier. Swipe it out of the way then 
run round to the right and karate kick jump across the gap to the white 
climbing surface. Climb round the rock and walk onto the platforms surface 
for another series of jumps, when you reach the top of the wall get the 
Health Fly to top up your energy. Walk round to the right and use the 
climbing surface until you reach a target area called the ‘Drop zone*, so do 
as it says and drop straight down to a platform that is right below you. Now 
jump straight across to more white climbing surface and follow the path into 
the next cave with tooth-like rocks in front of it and go through to the next 
area. 

jump out onto the first platform on the lava and turn around, when one 
passes jump onto one of the rafts. Now jump straight onto the next platform 
on the right for a check point, when the next raft passes, jump on. Smash 
the bones when you go through the arch-way then avoid the fire by standing 
towards the back of the raft. As soon as you see another raft drop from 
above, dive on because the one you’re on now is going to get wrecked! jump 
over all the obstacles that are coming out of the wall then jump to a platform 
on the right soon after to receive a Health Fly. jump back onto the next 
available raft and continue down the river of fire. Constantly do tail swipes 
to avoid the monsters coming out of the lava then jump onto the row of 
platforms on the left soon after, jump to the last one before the lava falls 
then jump left to the climbing wall just to the left of the lava falls, jump 
across all of the platforms behind the lava and enter the cave. Get the green 
Health Fly then smash the statue Gex head to receive the clapperboard for 
this level. Drop back down and jump quickly across the moving rafts until 
you reach the two platforms on the other side of the lava fall. Quickly use 
the fast moving rafts to take you to the Health Fly on the right then continue 
up using the rafts like stepping stones until you come to three more 
platforms; one has a Health Fly on it. When you’ve got that use the furthest 







platform to jump to the next lava fall with platforms falling down it. jump 
quickly to reach the top which is really hard but use your tail jump to do it 
quicker. After you’ve made the most of the next Health Fly at the top, use the 
rafts to continue making your way up the river until you reach the exit with 
the Red Remote. 


texas cHaiNsaw maNicuRe 

puest oNe: Ripe tHe floatiNC fuRNituRe 

RewaRD: Rep Remote 


The aim of this quest is to get as high up as possible, so if you’re not going 
up, you’re going the wrong way! Start by jumping up to the top of all the 
floating tables until you reach the balcony at the top. Run around it, killing 
the Pumpkin on the way until you reach the ghostly axes, run past them and 
use more tables to get up to the high ledge on the right. Run along it and 
use the table at the end to get onto the climbing wall in the background, 
climb along to the right until you reach a small ledge in the corner of the 
room. Use the floating tables to span the gap to the next ledge and use the 
door to get to the next section, kill the Pumpkin and the drop of the stairs to 
the right to get the clapperboard in the middle of the room. 

Use the climbing wall to get back to your position before you jumped off the 
stairs, climb both flights of stairs and jump up to the right onto the higher 
ledge. Run past the floating desks and-use the door over the other side of the 
room, when you’ve done that kill the skull in front of you and use the climbing 
wall to move round the room to the right and up to the higher platform. If you 
need a Health Fly, use the tables to take you to the other side of the room to 
the left, if not simply use the tables to span the gap to the door opposite and 
go through. Go up the stairs and kill the zombie and the bat at the top, now 
follow the path around to the left and go up another flight of stairs. 

Kill the skull and go through the door to kill yet another fire-breathing skull, 
then use the two tables to reach the higher ledge and run past the axe at the 
top. Negotiate your way past another two then use one of the two floating 
tables to cross the room and swipe the switch that raises a barrier a little 
way back. Drop down and exit the room from the bottom and go down the 
stairs (this is the only occasion that you must go down), walk round the 
corner and kill the zombie. 

Enter the previously locked area and enter the double doors. Swipe the knife 
man and then swipe his head to kill him, now pass the two axes and walk 
round the left side of the room avoiding more axes along the way. jump onto 
the climbing wall and follow it up to a higher ledge, now walk along until you 
reach three floating tables, jump up on the first two then grab onto the 
climbing wall in the background and follow it right to the Health Fly; when 
it’s yours drop off the ledge and follow the path back to the three floating 
tables and jump up all of them so you can reach the balcony to the left. Run 
along the balcony and go through the door to kill two pumpkins and climb 
the stair case avoiding the axes until you reach a raised platform on the 
right. Walk back along it and use the slanting tables to cross the gap and go 






through the door, now go round to the right and jump across all of the tables 
and use the final one to take you to the higher section of this room. Time 
your jumps quickly along all of the coffins to reach the door that is ahead of 
you, when you’ve made it run past the axes to the end of the next room. Us 
the three tables to cross to the other side and walk along to the three 
spiralling tables, carefully jump up them until you get to the highest one 
which lets you jump to the final ledge which holds the Red Remote. 

mazep aNo coNfuseo 
9uest ONe: pass tHe tvToRest 

Walk forwards down the slope and kill the robot, take the left route round 
the corner and then left again until you reach a fan and a three-clawed 
robot. Wait for the fan to stop before going past. Use the blue-striped 
climbing wall to go round to the left avoiding the fans along the way. Go 
straight ahead past the fan and robot, then take a right over the hole and 
across the gap and follow the path around to the remote lift at the end. Tail 
jump on all three buttons then jump off at the top onto the walkway to the 
right. Karate jump in that direction to get to the clapperboard, look around 
you and you’re on a island with four arches on either side. Run through the 
arch on the left (the one with the rounded end) and do a karate jump over 
and drop right into the gap and go under the bridge and get the green 
Health Fly. Now drop down into the green transporter shaft to be warped to 
the next area. Use all of the TV sets to get you across the high ledge at the 
back of the room,. It’s not easy and you have to tail jump to make it. When 
you get across to the other side use the spinning dishes to take you up to 
the next high platform, when that’s complete walk up the ramp on the left 
hand side and do a karate jump across to the pipe and run up to the top and 
jump right to the platform there. Follow it up in a spiral and then walk across 
the bridge to the next ledge. When there, jump to the next building and 
follow the broken path up to the highest point and jump to the spinning 
dish. Now jump carefully to the next dish and finally up to the exit. 

9uest two: CROSS tHe Blue Beams to tHe Rez towea 

Follow the route for goal one until you get to the blue striped climbing wall 
once again, instead of going straight ahead on the other side, take a right 
and follow the path round grossing the gap and avoiding the fan and robot 
until you reach the top. Walk along the right hand blue beam and keep going 
along the beams occasionally jumping gaps until you reach the first of the 
spinning dishes, jump across onto it then across again to the next blue 
beam and continue in the same vain as until you have to swipe some tooth 
like bones out of your way. Now jump up and swipe away all of the teeth 
from Rez’s tower while dodging the flames as best you can. When it’s done, 
the exit is revealed. 

Congratulations! All you have to do is go back and defeat Rez once more to 
receive the normal ending closely followed by a special secret ending 
featuring art work done when the game was in development. 






actua socceR 2 


Great soccer tips for Gremlin’s Premier League game... 

pefeNDiNG 

Ideally, it is best to keep the opposition’s shooting opportunities to an 
absolute minimum. If you think you can’t clear the ball up field, then kick it 
out and give yourself time to reorganise your players. Be careful of rebounds 
from the keeper, don’t assume that the ball will automatically be collected 
by the keeper. If you are playing the CPU, they look for the slightest mistake 
so that they can capitalise on the situation. Turn the offside option on. This 
means that your defenders always stand a better chance against an 
opponent. 

passiNG 

The key to successful passing is creating space or passing into space. Don’t 
be tempted to pass when an opposing player is right oti top of you. or on top 
of a waiting player. Either release the ball quickly, or twist and turn then try 
to out run your opponent until you are clear of him. Aim for gaps between 
opposition players as well as looking for your own players that are in the 
best position to receive the ball. Remember that you don’t always have to be 
facing the player you want to pass to; if your player has good vision, he 
passes to the man in the best position. If you’re playing as one of the weaker 
teams, you need to create more space or you’re prone to giving the ball 
away. 

tackliNfi 

Try not to pull players out of position to make a tackle. If you do, you may be 
leaving an opposing player unmarked. Don’t lunge at every player feet first. 
Sliding tackles should be used only when you’re sure of coming away with 
the ball or as a last resort. The most successful approach is to run into a 
player, shouldering him off the ball, but you must be aware of which referee 
is in charge of the game as some of them are stricter than others. One too 
many sliding tackles with a strict referee and it could be time to sit on the 
bench. 


SHOOtINC 

One touch shots are very difficult to perform from short passes. Therefore, 
only attempt them when you have the time to set it up. Try and shoot with 
the one touch feature as much as you can as this prevents the keeper having 
time to position himself for the incoming shot. Once the ball has left your 
Dlaver’s foot, always put after touch on it as this puts the ball out of the 
reach of a diving goalie. When taking a penalty kick, select the ‘wire’ camera 








view and aim your shot at a corner of the goal. Use the power kick, to kick 
the ball hard and low. Alternatively, try the top left or right corners of the 
goal. These shots are generally your best bet for scoring as are normally just 
out of reach of the goalie. 


PRactice 

Select Practice Mode in order to master your technique without the other 
team bothering you. You need to practice the one-touch passing and 
shooting in order to be able to pull them off successfully in a game. If you’re 
having all the possession, but aren’t scoring many goals, then concentrate 
on the one-touch shooting and the after-touch. 

foRmatioN & tactics 

Know your squad and the strengths and weakness of the opposition team. 
Plan your game accordingly. For example, if you’re playing a weak team 
against Germany, play with a packed defence and stick to a long ball game, 
use forward players with good controlling skills rather than those with good 
pace or flair. A lot of problems can be sorted out by getting the formation 
right. For example, if you’re losing out in midfield, try adopting a 4-4-2 or 4- 
5-1 formation. Remember that the default formation may not be the best one 
to suit your style of play. 


tHROW-INS 


If you are awarded a throw-in, try and steal a few extra yards by slowly up 
the touch line. But don’t attempt to push your luck too far, or the referee 
awards a free kick to the opposition. 






apipas poweR socceR 2 

There are four ‘states’ a controlled player can be in, and each state defines 
the exact nature of the move involved. They are as follows: 


State 1: IN possessioN 

Back Heel 


The player stops dead and hits the ball with the heel of his foot knocking it 
back in the direction he has come from. This is useful if you find yourself 
approaching a wall of defenders, or if you want another player to attempt a 
volley As an act of ultimate bravado, you can run into your opponents 
penalty area, turn round and backheel the ball into the net. This only works 
occasionally, so don’t rely on it. 

pRepatoR SHOt 

This is a super-hard shot that, in Arcade mode, sets the ball on fire and 
leaves a trail of orange sparks. If this is attempted in the opposition s half of 
the pitch, three possibilities may occur: u c 1 

1. The goalie blocks it, but it’s on the ground and remains there for a couple 
of seconds. This gives you the advantage of following up with one of your 
other players, to tap it into an empty net. 

2. The goalie saves the shot by tipping the ball over the bar; you, of course, 

gain a corner. ^ j j 

3. The goalie takes the force of shot in his chest, staggers backwards and 
falls over. The ball rolls over him into the goal. Watch the introduction for a 
good example of this. 


oveRHeap 


fLick 


The player uses his heel to flick the ball up over his head from behind to 
land in front - this move is followed by blue sparkles in Arcade mode. This is 
the ideal move for avoiding tackles, as it seems no matter how well the 
tackle is timed it will not get the ball while this move is in progress. However, 
this move has one serious drawback - you don’t retain possession of the ball 
afterwards. If you change direction while the move is in progress, you leave 
the ball behind. This also means if the ball lands on the foot of an opponent, 
they take it off you without having to tackle you. 
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ION (CHaSINC tHe 


state 2: NOt IN 

kaaate kick 

The player leaps forward with a leg outstretched in front, with a trail of yellow 
sparks in Arcade mode. If this connects with an opponent it knocks them 
flying, with or without the ball, and most of the time gives the opposition a 
free kick. It’s a risky move, but it’s great fun in a multi-player game. 

PUSH 

The player shoves an opponent with both hands, knocking them over. This 
mostly results in a foul, but not always. It depends largely on the referee 
setting. 


NUDce 

This is a more subtle version of the push. If you 

run up behind a player with the ball and nudge him, it stops them in their 
tracks and allow you can carry on with the ball. This is one of the hardest 
moves in the game, as it requires fairly accurate timing or you end up with 
nothing. Using this move, you’re less likely to be cautioned for a foul, unlike 
a push. 

state ReceiviNC high (LoBBeo) pass 

Bicycle kick 

This is with out doubt, one of the most spectacular shots to pull off when 
trying to score. In Arcade mode, this move has the force of a Predator shot 
and grounds the performing player for a few seconds. This move is your best 
bet to scoring, if performed correctly. 

HaNDBall 


This is a similar move to the Hand-of-God scenario that Diego Maradonna 
performed when his goal knocked England out of the World Cup finals back 
in 1986. 

state 4 : ReceiviNc Low (cround) pass 

DiviNC HeaoeR 

The player backs off to give himself room, then dives at the ball powering it 
towards the goal. This has power comparable to a Predator shot, but is not 















worth performing unless you are inside the penalty box. A low cross 
goal followed by this move is one of the more elegant ways of scoring m the 
game and is equal in credibility to scoring with the bicycle kick. 

luccLe 

The player receives the ball, then uses either his head or feet to keep the 
ball of the ground whilst moving towards the oppositions goal. This move 
also proves difficult to defend or tackle, without committing a foul. 

pRpnatOR volley 


Similar to a Predator shot Ot looks identical once kicked) but a lot more 
difficult to perform. The move itself is simple to pull off. ® 

pass through the opposition so your striker can plant ® 

net is a difficult task. This move has much more value than the Predator 


shot. 
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auto DestRUct 


Over the next few pages we guide you through all the missions of Auto 
Destruct. Also listed is a brief line up and explanation of the many weapons 
that you come across in the game. So fasten your seat belt and get ready for 
some nerve-splitting driving... 

letHal weapoNS 

macHiNe qun 

This is your standard starting weapon and suffers from being rather slow. 
This is best used for shooting pedestrians that get in your way or doors and 
crates. 


macHiNe cun + 

This is a more powerful version of the standard weapon. It unloads its 
bullets at twice the rate and can destroy vehicles with low armour plating on 
them. 


Rockets 


Can do a lot of damage to any type of vehicle including tanks that you might 
encounter. The only problem with them is they tend to be a bit slow and 
rather hard to aim. Best used at close range. 

HomiNC missiles 

This is very similar to the rockets but with a homing device attached to it. 
Still suffers from being on the slow side, but worth using against pesky 
helicopters or troops. 


Heavy HomiNC missiles 

Not the best weapon to have as they too suffer from being too slow as well 
as being unreliable at times. Don’t pick these as your first choice of weapon, 
Only use them if you need to against things with a large amount of armour 
plating. 


miNes 

One of the more useful weapons to collect. Very good when you are being 
pursued and can also help to close the enemy down. By laying these at road 
junctions you can effectively use them as road blocks to prevent the bad 
guys from escaping. 











Laace miNes 

More powerful than its predecessors, these babies are great against tanks 
and other vehicles that are heavily armoured. Use them wisely and be 
careful not to waste them on inferior targets. 

BOUNCeRS 


These are bullets that ricochet off of anything it can when fired. The 
firepower is let down by the little amount of damage that it offers. Only to be 
used if you find yourself in a confined space. 

laseR 


This really packs a powerful punch. Cuts down most things in its path, 
including tanks and other heavily-armoured vehicles. Very quick and 
responsive - it’s well worth equipping yourself with one of these. 

DOUBle laseR 

Same as the previous version, but with double the power. Very good at 
destroying things from long range positions. Obviously does double the 
damage as well. 


CaNNON 


These monsters can cause an horrific amount of damage in one foul swoop. 
When the shells are fired they explode upon impact, creating a large 
explosion that takes out numerous enemy vehicles in one go. 

Heavy caNNON 

Has a fairly slow fire rate that can cause problems, but despite that it 
creates a higher bodycount at a quicker rate for you. Only use when you feel 
you need to. 


swaRmeRS 

Again this weapon has a slow launch time, which can create problems when 
requiring some rapid fire, but when used wipes out large numbers of troops 
in one go. This really does pack a punch. 

plasma cun 

Biggest and deadliest weapon in the game, this baby clears your path of any 
unwanted tanks that might be in the way. The recharge rate on them is 
somewhat slow, so you need to position yourself correctly to do as much 











damage as possible with one shot. 


CReNaoes 

A bit like the Mines, these explode on impact and can cause a lot of damage. 
The down side to these things is that they are also extremely difficult to aim. 
If you have a batch of them, then use them all at once to cause chaos for the 
enemy. 


Beam laseR 

You really need to look around carefully to be able to pick this weapon up. 
When used it fires a twin Laser beam at the target that cuts anything in half 
including those annoying tanks. Well worth looking for if you’ve got the 
time. 


missioN ONe 

Objective: Training 

As the title of the first mission suggests, this is truly routine training. Follow 
the instructions given to you by the transmitted speech. Take your time to 
get use to the controls and the handling of the car. Another thing to try and 
adjust to is the camera positions from where you can watch and drive the 
car. There are four positions for you try. The best view to use is the default 
behind the car one to start with. Then when you are in hot pursuit, change to 
the overhead view so that you can see somewhat further ahead and 
anticipate what’s coming. The one thing to remember with all these missions 
is to avoid the water. If you as so much as get a tire wet you need to start the 
mission all over again. 


missioN two 

Objective: Chase the culprits responsible and rescue the jeweller’s daughter 

As you chase the van that contains the jeweller’s daughter from the robbery, 
it throws out a total of six cases of jewels. These need to be collected as the 
pursuit hots up and finally leads you to the football stadium. By the time 
you reach the stadium, the robbers have dumped the vans along with the 
daughter and taken to the air in three helicopters. When the police arrive, 
leave the ground and head towards the military base. You need to break in 
and steal some surface-to-air missiles to help in your attempt to destroy the 
now-escaping villains. Before entering, collect the Turbo so that you can out 
run the Laser that fires at you from it’s tower position. When you’ve collected 
the missiles, use one of them to destroy the tower itself. This benefits you if 
you need to return for more ammo. When you leave the base, you’re given 
the location of the three choppers. These are north of the park, near the 
harbour and in the centre of the city. The helicopters won’t appear on your 







radar until you’re very close to them, so it’s a case of using your map to 
locate them. When you get to them, shoot from just behind the choppers to 
ensure you get a direct hit. Then when you’ve takeri out the three, head back 
to the jeweller’s for a reward and a successful mission. 

missiON tHRee 

Objective: Rescue the major and defuse the bomb 


The first half of the mission has you racing against time to defuse a bomb, 
so don’t hang around trying to collect power-ups and weapons. At the start 
you’re instructed to head to the north of the city to pick up the bomb 
disposal expert and then reach the bomb in one and half minutes. This can 
be done with time to spare as long as you use your map as reference. Then 
when you’ve completed that, head back to base to stock up on ammo and 
get any repairs done to the car. The next part of the mission is to protect the 
major. You’re advised that he is being targeted for elimination, so wait until 
the position of his Limousine is radioed through to you and then head for 
those co-ordinates. When you reach the Limousine, follow behind, dropping 
your Mines to destroy the pursuing villains. After a couple of minutes you 
are told on the radio that there are more villains approaching, at this point 
the major’s vehicle breaks down creating a bigger problem for you. Quickly 
change to your Homing Missiles and start to circle his car. Destroy any of 
Lazarus’s cars that come too close and allow yourself to be targeted rather 
than the major. When you’ve destroyed the three car loads of villains, shoot 
the tank repeatedly to stop it from ramming the Limousine and then collect 
the major and head back to your base. When you reach the warehouse and 
deliver the major you have achieved another successful mission. 

missioN Four 

Objective: Steal Lazarus’s Laser and then kill as many Disciples as possible 

As the mission starts, follow the van that has the Laser on board; it doesn’t 
drive too fast, so this gives you the opportunity to collect any power-ups and 
weapons on the way. When it reaches the docks, smash the doors to the 
warehouse and collect the Laser, then destroy the two armoured rocket 
firing cars that are patrolling the area. Once this is completed you’re advised 
to collect a special forces officer. At this point you don’t encounter any bad 
guys, so take your time to get refuelled and repaired before picking the 
officer up. When he’s on board, head back to headquarters to collect the 
power pack that’s required to use the Laser, but as you approach, your path 
is blocked by some tanks. Drive through these to reach H.Q. and collect the 
required items. When the power pack is on board the car, you can use the 
Laser against Lazarus’s minnows. 

Take out the four rocket equipped tanks that are descending upon your 
position, then concentrate on the helicopter using your Homing Missiles. 
When everything has been annihilated, you’re given instructions and 





positions of more tanks and Disciples and informed that to reach the bad 
guys you need to jump the river. Collect the Turbo boost near the base and 
then head over to the two ramps, engage the Turbo and cross over the right 
ramp. As you land you collect a Bouncer weapon, then head back to the 
docks and use the left ramp to get across. Upon landing you come face to 
face with two cars loaded with rockets; destroy these using the Laser before 
heading to the Golden Gate bridge to meet up with a support truck and 
being congratulated on completing another mission. 

missiON five 

Objective: Escort police informant out of the city 

Before the main phase of the mission takes place, you need to collect two 
briefcases. When you collect the first one, you come under attack from some 
of Lazarus’s followers, so dispose of them as quickly as possible. With them 
out of the way, head to the next briefcase and collect it, then you’re told to 
pick up the informant from the pier near the docks. Drive over there as fast 
as you can go to avoid him being assassinated by the high-speed car that’s 
been sent by the Disciples. Once you’ve collected the informer, you’re 
advised to head to the bridge to drop him off, but things aren’t that simple 
as you come under heavy fire from two helicopters. At this point you won’t 
be carrying any Homing Missiles, so on route you need to search for some 
and then take the choppers out. With the two choppers out of the way, you 
start to be mobbed by Disciples and police. As you get nearer the drop of 
point you need to destroy several copper cars that block your path in an 
attempt to slow you down. Avoid getting your car crumpled too much, 
otherwise the informer can’t get out of the car when you try to drop him off. 
Once he’s out of the car he gets into another car and start to drive off. At this 
point he’s assassinated by two helicopters that fly in and blow the vehicle 
up. Shoot the two choppers down and then return to the pier, where you 
collected him from. You find he hid a disk before you picked him up; collect 
the disk and head back to your base. In here stock up on weapons and 
armour as the next stage means you need to hit the streets and destroy any 
worshippers or corrupt coppers from the area, then collect a Turbo boost 
and jump the river to destroy the police car on the other side. Then it’s a 
case of turning back and heading back to base. 


missiON SIX 

Objective: Take out Lazarus’s Disciples that are causing trouble at the mall 

At the start follow the route of the police chopper and collect the Machine 
Gun that it drops. Once collected use it to destroy the tank that’s creating 
havoc in the area. With this out of the way, the police chopper guides you to 
the next area where the main bulk of Lazarus’s minnows are. The point in the 
mission becomes a pure bloodbath as you wipe out anything that might look 
threatening. With everything dead, patrol the area and seek out the two 





tanks that are nearby. After these have been destroyed you’re informed that 
the whole things been a decoy and the main fraction group have robbed a 
bank elsewhere in the town and are getting away from the scene in three 
vans. This next part is straightforward; stop all three vehicles from reaching 
there destination. The best way to complete this is too try and get in front of 
them and drop some Mines. If you aren’t carrying any, then just launch 
everything you got at them. Once the vans have been destroyed, head to the 
docks and kill the four unarmed Disciples that are waiting for the delivery, 
from the now burned-out vehicles. When this is done your mission is 
complete. 


missioN seveN 

Objective: Five bombs around the city need to be disarmed 

This mission is set to time scales, so it’s a case of getting a move on. You’re 
warned there are five bombs that need to be disarmed around the city and 
you need to reach them before they go off. Drive straight to the informer in 
the warehouse and collect the Machine Guns before heading to we first 
bomb. Use your radar and try to avoid hitting any on-coming traffic as this 
slows you down and prevents you from completing the mission. As soon as 
you arrive at one of the destinations this automatically disables the weapon, 
then race to the next spot on your radar. When all five have been disarmed 
you then have to embark on catching the bombers themselves. The first ot 
the terrorists you need to encounter are trying to flee in a helicopter, so use 
your practice from previous missions to destroy them with your Homing 
Missiles. The second group that you need to catch are fleeing in a car, so use 
some Turbos to help catch them and then off-load your arsenal of weapons 
to kill them. After successfully completing this stage, you are informed you 
need to head back to headquarters and confront Lazarus himself. Once you 
get involved in a battle with him he escapes in a car; don’t pursue him as 
your mission is now complete. 


missiON eiGHt 

Objective: Collect a second informant and avoid the police 

Things start really hotting up in this mission as you come under heavy attack 
from the corrupt police that are on the force. From your starting point you 
need to head to the docks and some warehouses to collect some weapons. 
This trip proves a difficult one as you are pursued by four police cars with 
Rocket Launchers on them. When you’ve collect the weapons, use them to 
their best advantage to destroy all four vehicles. 

With these guys out of the way, you’re informed that you need to collect 
some boxes. Before starting this task, head to a repair shop to replenish 
your armour rating and stock up on weapons including the some Homing 
Missiles. Back out on the road, you come under more attacks from the police 
when you pick up the first two boxes. As you head to the stadium to collect 





the third crate you come under increasing attacks. Your route becomes 
harder as a helicopter pursues your every turn. Use your Homing Missiles to 
take it out and then rely on your Mines to cause destruction in your wake as 
you attempt to clear the arsenal aimed at you. With the last box collected, 
you're told to pick up the informer and drop him at the newspaper offices. 
Make sure you've got some Turbos left once you've picked him up, to help 
you get him to the destination as quickly as possible. With the guy safely 
delivered, collect some more weapons and finish of the last of the now 
disheartened and corrupted officers and then proceed back to headquarters 
to finish the mission. 


missiON NiNe 

Objective: Attack the retreating Lazarus 

Lazarus is trying to flee the city along with his followers by boat from the 
harbour. It's your mission to stop him from leaving. The first van full of 
Disciples comes from the west side of town and heads to the beach on the 
north side. If you respond quick enough you should be able to intercept the 
vehicle and use your Mines to destroy it. 

The second van is heading along a coast road and is only a iriile or two from 
the meeting point. When you reach it use your Turbos to get in front, then 
lay some Mines. If he still gets past you, use your Machine Guns to stop him 
or if desperation creeps in, ram him to knock him off course, but watch your 
armour levels. With this van out of the way, go in the direction of the third 
van. This one's carrying a Canon on board, so tackling it from behind or head 
on could make you an easy target. Instead, come in from the side and use 
your rockets to blow the truck apart. 

The final van proves just as difficult, so use whatever ammo you've got left 
to wipe it out. After this is done you're advised that there are four armoured 
helicopters out for your blood. Don't hang around; instead head to the 
lighthouse to collect some big Homing Missiles and proceed to the city 
streets, making it more difficult for the choppers to target you. It takes at 
least four hits on each chopper to destroy them, so make sure you've got 
them in your sights before firing. Then with them now scrap metal, head to 
the stadium. This is where the main group of terrorists are hiding out, but 
when you arrive there are two heavily-armoured tanks guarding the 
entrance. Avoid their fire at all costs, as two hits is all it takes to kill you. The 
best way to deal with them is to drive past firing your Cannon, then turn and 
repeat the procedure until they are destroyed. 

With these guys out of the way, drive into the stadium and blow up any 
remaining cars that might be thinking of escaping. You have now taken out a 
good percentage of Lazarus's troops and he knows it. He now makes a run 
for it himself and whilst he does, he informs you of a thermonuclear device 
he has planted in a tin in the shopping mall. Turn your car around and head 
to the mall to disarm the mechanism before it goes off. Once this is 
complete, Lazarus advises you that there is a second device hidden in the 
fuel yard and the timer on it is nearly at zero. Use your Turbos to reach the 




area as quickly as possible, then find the weapon to disarm it. This saves the 
city from destruction, but results in Lazarus’s escape. 


missiON teN 

Objective: Lazarus has moved to New York and you follow in hot pursuit 

Lazarus has moved to New York and this mission is the first in a series of 
scenarios that take place in the Big Apple. This is a fairly quiet quest for you 
to embark upon compared to the previous ones in San Francisco. 

Patrol the area and get used to the road layouts and warehouses before you 
get a radio message advising you of a mugging that’s taking place in Central 
Park. When you arrive, you come into combat with two Lamborghinis with 
Rocket Launchers strapped to the bodywork. They might prove to bit nippier 
than your car, but their armour plating is somewhat poorer than yours, so 
destroying them won’t prove too much of a difficult task. Once the vehicles 
have been destroyed, the guy you rescued tells you of the gang’s hideout, so 
now it’s time to head off and seek them out. 

When you arrive at the garage you see a tank patrolling the entrance way; 
shoot this with your Laser until it’s destroyed. This blocks the other cars 
from escaping. Use your Homing Missiles to pick the cars off one at a time. 
With the cars out of the way, you’re told of the position of the next batch of 
baddies. Use your radar to locate them and then destroy the vehicles as 
quickly as possible. At this point you see a van drive from the scene. Follow 
it from a distance and it guides you towards the next warehouse containing 
more of Lazarus’s followers. This building is also guarded by two cars with 
Rocket Launchers mounted on the sides of them. Destroy the vehicles 
before seeing a bus-full of worshippers leave from the building. 

The next part of the mission involves you in a hot pursuit of the bus and its 
destruction. The whole thing proves to be a bit of a difficult task as it travels 
a lot faster than your car, so you need to rely on the Turbos you can pick up 
along the highway. When you get close enough, unload everything you’ve 
got to disable then destroy the bus and cause a bloodbath. With this part of 
the level complete you’re advised to head back to the warehouses and finish 
off the remaining sect believers. After these have been killed, you’re told of 
the last few of the gang hiding out on Liberty Island, and the only access to 
it for you is through the tunnel that brings you out in the docklands part of 
the island. The gang are hiding out in one of the warehouses with a couple 
of tanks for support. Use your Swarmer weapons to cause as much 
destruction and death as possible. Once these guys are all dead, you’ve 
finally completed your first mission in the Big Apple. 


missiON eLeveN 

Objective: Get secrets on Lazarus from Little johnny the mechanic 


Head to Little johnny’s garage and get the information from him. Then head 
over to the nearest cultists and kill them using your Machine Guns and then 





wait for the coppers to turn up for a proposed meeting and payoff from the 
now-dead gang. When they arrive, give them everything you’ve got to 
destroy the vehicles. 

Once they’re dead, you get a call on the radio informing you of a girl being 
attacked. When you reach the assault, shoot the two guys and destroy the 
car, then pick the woman up (whose name is Maria) and take her to the 
Wditing ambulance at Little Johnny’s garage. With her safely dropped off, you 
are told of cult followers gathering in a local hotel. Race over and blow all 
the parked cars up to prevent the cultists from using them to escape. As the 
shooting intensifies, more of Lazarus’s worshippers appear to offer support, 
so kill all the people on foot first, then finish off any cars that you may have 
missed. 

After the carnage finishes you’re told that Maria didn’t get the ambulance to 
the hospital; instead she has attempted to return home and is in danger 
again. Find her position then head over and collect her to offer an escort to 
her home. On the way you come under attack from a monster i8-wheel 
juggernaut that’s hell-bent on stopping you. Try to get alongside it and use 
your Homing Missiles from close range to do as much damage as possible. 
Don’t get involved in a ramming session with it, because your armour won’t 
take too much of a pounding from this beast of a vehicle. Once you’ve blown 
it to pieces, get Maria to her father’s waiting limousine to complete the 
mission. 


missiON twelve 

Objective: Obtain information from McNally on Lazarus’s diamond 
smuggling 

When you get the call, head to the warehouse and meet up with McNally 
who shows the whereabouts of the diamonds on your map. Follow him in his 
car as he leads you to the entrance of the sewers and then offers to wait 
while you go in and do the shooting. Blast the doors off the sewer entrance 
and head down the tunnel. Take the first turning on your left to the 
diamonds as well as two armoured vans that are protecting the stash. 
Destroy the vehicles and collect the loot and now attempt to make a run for 
it across the city. The aim now is to get the evidence to the chief of police, so 
that a stop can be put to the smuggling and the corrupt officers sent to jail. 
Unfortunately the bent coppers have heard on their radios of your mission 
and are out to stop you. 

As the chase continues, three armoured police cars and helicopters do their 
utmost to stop you, so use any heavy-armoured Homing Missiles you’re 
carrying to get them off your back. When you reach the tunnel you need to 
deal with a single cop helicopter; destroy it then collect some weapons from 
the crash site. Once you’re equipped with loads of ammo, you need to head 
to H.Q., but in the process get past the seemingly endless assault from the 
corrupted police. When you’ve managed to rid yourself of them, you’re able 
to deliver the evidence and complete another mission. 
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missiON tHiRteeN 

Objective: Save Maria and Fat Tony from Lazarus’s men 

News comes to you that the two people have been kidnapped. McNally 
escorts you to the park where they are currently under attack. When you 
arrive, destroy the two tanks are blocking your path to the limousine, then 
move your weapons to the helicopter above. The only problern at this point 
is you aren’t carrying any Homing Missiles, so you need to wait until it 
hovers just above you, then use your Grenades to do the destruction. 
the chopper is down, it leaves only three rocket-mounted cars to deal with. 
These shouldn’t prove too tough as their armour rating is rather poor. 

After all this you manage to rescue Fat Tony, but the gang have got away and 
have taken Maria with them. You find out that she is being held in a storm 
drain located behind a warehouse. To rescue her, you need to attack 
Lazarus’s troops head on and this involves dealing with his small army of 
large tanks. As you arrive at the scene, head up the ramp to avoid some of 
the heavy fire that you come under. From this strategic point, use your 
Homing Missiles and Grenades to do as much damage as possible. When 
your ammo supplies start to run low, you need to rely on your trusty 
Machine Gun to finish the tanks off. This can prove to be a bit on the difficult 
side with the arsenal you’re facing, so keep moving and shooting until you 
finally succeed. With the fleet of armoured vehicles destroyed, collect Maria. 
She tells you of a helicopter loaded with explosives and about to crash into 
the Empire State Building. The next part of this hectic mission pits your wits 
in attempt to follow the chopper and disarm it at the transfer area. In your 
pursuit you need to do some jumps and swerves in an effort to avoid the 
creators that appear on the road. When the bomb reaches the van, it’s time 
to off-load your weapons to destroy the vehicle. 

The chase continues up the freeway and this can prove to be a help, as other 
traffic causes the van to slow down, which enables you to catch up with it if 
you’re trailing behind. If your are unlucky and fall to destroy the van, you re 
given one more opportunity to stop the bomb from detonating. The second 
helicopter that’s now carrying the bomb is your target and you’re given 
barely twenty seconds to stop the carnage from happening. 

missiON fouRteeN 

Objective: Fat Tony wants revenge on the mad Lazarus and you want to help him 

Straight from the start of the mission, head over to Little johnny as he’s 
come under heavy attack from Lazarus’s troops. Don’t hang around when 
you get there; use everything you’ve got to totally annihilate the cultists and 
destroy the armoured vehicles. When they’ve been all wiped out and you’ve 
rescued Little johnny, collect as many weapons as possible from your 
weapons drop. You’re told the troops are deploying tanks from a nearby river 
location. When you get there use your Heavy Cannon to do as much damage 
as possible and as quickly as you can, then rely on your Laser to finish off 
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the rest of the platoon. Before you get instructions for the next stage, find 
some more places to collect and restock your weapon supplies and return 
back to Little johnny’s. When you get there, Fat Tony’s car has been too 
badly damaged to use, so he catches a ride with you to the three hideouts of 
the cultists. Tackle all three assaults the same, by using your cannons to 
wipe out the heavy support from the tanks then use your Machine Guns to 
down the remaining fleeing survivors. 

missiON fifteeN 

Objective: Race Dupont for a suitcase containing information on Lazarus 

Somebody has come forward and offered to race you across town, with the 
prize if you win being a suitcase containing damaging reports and 
information on Lazarus. To win you need to find the shortcut through the 
park, as well as using any dirty tactics that you feel necessary in your bid to 
finish before him. When you’ve proven the better and faster driver, the 
suitcase is yours, but you then discover that Lazarus has been up to tricks 
and planted a series of bombs along the freeway. To reach them in time you 
need to equip yourself with some Turbos and then use them. Once the 
bombs have been deactivated, you’re given details that some of Lazarus’s 
followers have taken shelter in a storm drain. Stock up with as much ammo 
as possible before heading out there. When you reach the entrance the 
initial resistance is high, with the main opposition coming in the form of 
tanks that block your entrance. Use your Laser to cut these annoying things 
in half and then progress into the storm drain. The second and third wave of 
attacks that you need to deal with, won’t be as heavily armed as the first 
wave, but still put up a good fight. Again use your Laser, or if you own one, 
the Plasma Gun. When all has been destroyed, finish off the remaining few 
stray cars and then head for the exit to complete this mission. 


missioN sixteeN 

Objective: Lazarus has escaped into an underground subway system. Chase 
him down in an attempt to kill him 

In his attempt to escape from your damaging attacks, Lazarus has fled to the 
subway system to try and avoid contact with you. This is a fairly 
straightforward mission. In the pursuit you need to deal with Lazarus’s two 
bodyguards driving a couple of customised cars that can out-run and out- 
gun your vehicle. The best way to deal with them Is to get in front of them 
and drop a series of Mines. If you find this doesn’t destroy them, repeat the 
procedure. If you run out of Mines, use your Laser or Machine Guns to do 
the rest of the damage. Once they’ve been wiped out, you’re informed that 
the corrupt Lazarus has managed to escape you again. 





missiON seveNteeN 

Objective: Lazarus has now fled to Tokyo and you follow in hot pursuit 

When you first arrive you’re given an upgrade on your engine and on your 
tyres. When you’ve collected your new extras you’re informed the 
worshippers are attacking the oil refineries near to your present location. 
When you reach the heart of the attacks you’re confronted by a van and 
rocket car. Destroy them as quickly as possible and don’t get pulled into any 
high-speed pursuits, or you’re lead into an ambush. 

When you finally get to the proposed ambush, you come under heavy fire 
and are out-gunned. Get out of the situation and collect some more 
weapons before returning to finish off the rest of the congregation. Before 
you’re allowed to get any rest, you’re told via radio, there’s an ambulance- 
full of explosives and it’s heading towards the refinery. Collect some more 
weapons and then get a fix on its position and head over as fast as you can. 
On the trip to intercept it, you need to avoid the fire from the Laser Tower 
that you pass, so try using your Turbos to leave it in your wing mirror rather 
than getting caught in the crossfire. When you catch the ambulance, unload 
everything you’ve got to destroy it, before it reaches its destination. With the 
vehicle disposed of, you are told of a second assault on the refinery. Collect 
more weapons and go over to intercept the cultists. Again use everything 
you’ve got to finish them off and complete the mission successfully. 

missioN eicHteeN 

Objective: Little johnny returns with news for you. 

Little Johnny flies in to meet you and gives you details on a businessman 
only known as Coot. When you get to the meeting destination, you discover 
he’s been kidnapped by some thugs and taken by helicopter. Purse the 
helicopter and wait for it to land, then attempt your rescue mission on Little 
johnny. You have to deal with three cars that all try to stop you from being 
successful. Once you’ve collected Little johnny, take him to a safer place 
across the river and then allow him to give you details of a meeting that s 
going to happen between this guy called Coot and Lazarus. Head to the 
warehouse in the north and kill everything that’s there, then drive as fast as 
possible to catch up with the chopper and blow it out of the sky before it 
reaches Lazarus and warns him. With the helicopter down, head back to 
headquarters and load up with weapons then drive to the proposed meeting 
place. When you get there Coot attempts to escape in a car then a 
helicopter. Don’t worry about the rest of his gang to start with, instead blow 
up his vehicle and make sure he’s dead, then go back and shoot the rest of 
his minnows to complete the mission. 
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missiON NiNeteeN 

Objective: Meet up with Maria and pick up McNally 


McNally has flown over to offer his assistance and information on yet 
another diamond smuggling ring that Lazarus has become involved in. Go to 
the docks and collect Maria and then meet up with McNally who gives you 
the relevant information. As you head back to the docks, collect all the 
weapon pick-ups that are scattered about, then as you arrive, blow the truck 
up to create a diversion. Now cross the bridge and collect the crate 
containing the diamonds and also the case of Homing Missiles that are sat 
beside it. Use the missiles to destroy the chopper that’s doing you a 
considerable amount of damage, then shoot the cop cars that start to chase 
you. With them all wiped out, proceed back to the headquarters and load up 
again with weapons. 

At this point you are informed of five corrupt coppers coming after your 
blood. Go to the park and wait for them to appear. Once they arrive start 
shooting as much as possible and pick one car off at a time. Trying to deal 
with all of them at once results in your death, so don’t stay still for one 
moment. The cops can jam your radar, so check your rear view occasionally 
to make sure that they not coming up your blind side. After these have been 
destroyed it’s back to base and the next mission. 

missiON tweNty 

Objective: Stop the suicidal driver 

Speed is the essence here, with you racing to stop one of Lazarus’s men 
from reaching and blowing up a community and himself along with it. When 
he passes you it’s just a case of unloading everything you’ve got to stop this 
psycho. When you’ve done this, you get a call from Lazarus himself asking 
you to meet him at a warehouse. Once you arrive at the warehouse, he 
instructs you to collect six briefcases that are scattered around town. Upon 
collecting the second case, you’re set upon by a handful of Disciples. Use 
your Lasers to do the most damage and your Machine Guns to down any 
remaining foot troops. After you’ve wiped them out, go to the next suitcase 
and kill the next batch of Disciples that ambush you. Repeat this procedure 
until all six cases have been collected and then return to the warehouse. 
When you get there Lazarus does a runner and escapes yet again. 

missioN tweNty-ONe 

Objective: Little johnnys been captured, go and rescue him 

You are informed that Little johnny has been captured, but before you try to 
rescue him, you need to collect Maria from the phone booth and then head 
east to collect a Double Laser. Maria climbs aboard a truck that’s parked 
there and sneak into the cultists base. For her to break in easily enough you 






need to create a diversion and this is best done by driving round the side 
and destroying the tanks, then wait until all the Disciples appear to see 
whafs going on and shoot them all down. With everyone dead you get the 
chance to collect Maria from the compound and then head downtown to 
collect Little Johnny. 

When you finally meet with him, he tells you about the satellite that Lazarus 
plans to destroy and declaration that Tokyo will be wiped out in 12 hours. 

With this information, you're ordered back to headquarters to defend it from 
an assault by the cultists who are approaching in a bus. To stop the bus you 
need to find its position before it reaches H.Q. You should be able to 
intercept the bus in the park and when you do, just off load your arsenal at 
it, but prevent it from getting in front of you. 

missioN tweNtv-two 

Objective: Meet and race a disciple driver 

This is a race against one of Lazarus’s guys and all you have to do is beat 
him. This proves to be a little harder than you think, mainly because your car 
is so fast it has a job to stay on the road when taking corners. The best tactic 
is to get in front of the guy and then stop him from passing, if he does get 
past you, ram him from the side and into the walls to slow him down. 

missiON twenty tHRee 

Objective: Stop Lazarus’s lorries from making there drop 

The information that Little johnny gave you about the satellite has proved 
valuable. There are three lorry-loads of satellite parts leaving the compound 
and headed for the shipping docks and you need to stop them straight away. 
This mission becomes a race against time as you are given only five minutes 
to complete it. Head over to the compound and break the doors down with 
your Plasma Gun, then lay into the lorries as much as you can. At this point 
you come under heavy attack from the cultists, so try to use the lorries as a 
form of protection whilst doing as much damage as possible. Whatever you 
do, don’t allow the lorries to get away, otherwise it proves almost impossible 
to catch up with them and destroy them. 

missioN twenty Four 

Objective: Lazarus’s troops are in disarray, knows the time to finish then off 

With the amount of carnage you’ve created causing commotion and 
confusion within Lazarus’s ranks, it’s time to round up the last of them and 
kill them. The first group to annihilate are hiding out in the docks. When you 
get there be careful of the twin towers that have Lasers built onto them. Try 
to hide out of range of the towers and wait for the armoured cars to appear 
before picking them off. The next batch of Disciples are in the park next to 







the compound. Watch out for the two hidden tanks that are in the compound 
and don’t attack them within the area otherwise you’re fired upon from the 
two Laser Towers set in the area. Once everyone has been killed you’re 
advised to collect some Homing Missiles to deal with a couple of inbound 
helicopters. The only problem is the missiles are guarded by two Laser 
Towers, so you need to use some of your Turbos to collect them. With the 
missiles collected, bringing down the choppers shouldn’t prove to much of a 
challenge, before then having to deal with the third wave of cultists. This 
consists of two choppers and a van. Deal with the van first, then take your 
time to finish off the remaining two choppers and finish the mission. 

missiON twenty five 

Objective: Find Lazarus and finish him off 

At last you get the chance to give this guy a serious kicking. Collect the 
weapons near to your base and then head to Lazarus’s compound only to 
see him fleeing in his Lamborghini from the area. Pursue him at top speed 
and start to launch everything you’ve got at him and follow him into the 
park. When you arrive you come face to face with three clone cars, all 
carrying Plasma Guns which start to fire at you. Try to deal with each one at 
a time to have any chance of surviving and remember where your weapon 
pick-up points are so that when you run low you can pick some more up to 
defend yourself with. When you’ve taken out all of his clones you are placed 
into another pursuit with him, but don’t waste your time shooting him as he 
legs it to a waiting helicopter. 

Once in the air Lazarus starts to pound you with his missiles and you can’t 
return fire because you aren’t carrying any Homing Missiles. Wait for about 
15 seconds and you see McNally fly in a drop some for you. Collect these 
and then give it everything you’ve got to finally finish off the sinister Lazarus 
once and for all. As the helicopter drops from the sky you head over and 
inspect the damage with McNally - you fail to see a periscope slipping under 
the water. Who knows? Maybe you didn’t defeat him after all... 




BomBeRmaN worLd 

Bomberman is back for his latest and greatest adventure yet! It’s your 
mission to venture across four planets of Forest, Wind, Fire and Ocean, 
collecting Blue Crystals and bombing the evil bosses back to where they 
came from. Then when that’s been complete you must face the toughest 
challenge Bomberman has ever encountered: Planet Black. It’s lucky we’re 
here to help you through this excellent adventure! 


PaSSWORDS 

Every level in Bomberman is accessible through short passwords that can be 
entered to take you directly to any level you wish in the entire game, so you 


can carry on 

where you left off last or so you can 


pLaNet foRest 

1-1 

8010 

1-2 

1180 

1-3 

8086 

1-4 

2919 

1-5 

1021 


pLawet WIND 

2-1 

0127 

2-2 

1220 

2-3 

1018 

2-4 

0804 

2-5 

0714 


pLaNet fiRe 

3-1 

1027 

3-2 

2413 

3-3 

3009 

3-4 

6502 

3-5 

6809 


pLaNet oceaN 

4-1 

0627 

4-2 

8818 

4-3 

3674 

4-4 

4891 

4-5 

0605 
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planet Black 


5-1 

0730 

5-2 

2151 

5-3 

3562 

5-4 

3812 

5-5 

2203 


For those of you who like to have a bit of extra value for your money, there’s 
also a small selection of codes that can spice up the game a bit and give you 
and your friends some more versus levels to play. 


Maniac Mode: 4622 

Extra Battle Mode: 49^9 

Extra Versus Mode: 5656 

Battle Royal Mode: 1616 


poweR-ups 

When you kill an enemy or blow up an obstacle, power-ups can be obtained 
to help you in your quest to find all of the Blue Crystals on each of the levels. 
They work to give Bomberman the advantage over his adversaries in a 
number of different ways. Bomberman veterans know many of them already, 
but here’s a quick run-down of the more common ones. They appear on the 
screen as squares with pictures in them depicting different objects like 
clocks, bombs and roller-skates, and all you have to do is walk through them 
to acquire that particular power-up. 

BOMB: When Bomberman picks up this handy power-up he can drop an 
extra bomb. This goes for each time you continue to pick them up; the more 
you have the more you can drop. 

HEART: This allows Bomber to withstand a hit from an enemy without dying 
straight away. Very useful for those tricky bits in the game. 

CLOCK: This power-up freezes time long enough for Bomber to kill some 
aggravating enemies without worrying about getting blown up himself. 

FLAME; Each time Bomber picks up this power-up, his bombs become more 
powerful with bigger explosions. This means he can attack enemies from a 
longer range, which is very useful indeed. This power-up is one of the most 
common in the game, along with the roller-skates. 

3 BOMBS: When walking along after picking up this power-up, you can 
simply press ■ to drop a row of bombs in quick succession. 

ROLLER-SKATES: Each time you pick up this power-up. Bomber can move faster 





around the playing field, making it easier to avoid enemies and dodge bombs. 

BOXiNG GLOVE: This power-up lets Bomber pick up his bombs and throw 
them at his enemies (to be honest, though, life’s probably easier without 
boxing gloves on). 

P-BOMB: The ‘P’ stands for Power, so make sure you’re out of range when 
you drop them from now on, or you turn Bomber inside out! 

BOMBERMAN: Home in on these power-ups as they supply you with an 
extra life. 

KICK BOMB: This power-up allows Bomber to kick his bombs over obstacles. 

HEART-j-BOMB: This little beauty is the pinnacle of power-ups as it allows 
you to trigger your bombs by pressing ^ instead of waiting for the fuse to 
burn down; excellent! 

plaNet foRest 

Level 1-1: fouR Blue cRVStals to collect 

time limit: ^:00 miNUtes 

The first level of Bomberman World is more of an introductory level. It’s 
really easy to complete. There are four Blue Crystals in this level, and it only 
takes place on a single screen. Kill all the enemies on this stage as you 
collect your Crystals, but watch out for the sneaky little Monkey who’s up 
the tree in the middle. If you get too close and hang around, he throws 
bananas at you and knocks you straight out! 

The forth and final Crystal on this stage can be found in the bottom-right 
corner on the back of an enemy. Let it have it with one of your bombs, then 
pick it up. When all of the Crystals are yours, the exit door opens in the top 
right-hand corner of the map; use it to take you to the second stage of 
Planet Forest. 


level I - 2: SIX Blue cRVStals to collect 

time limit: 3:00 miNUtes 

From your position in the bottom left-hand corner of the map, go up to 
collect the first Crystal on the left watching out for the green worm thing 
there. Now go right up to the top and get then next and make your way right 
towards the enemy with the third Crystal on his back. When the Crystal is 
yours, cross the bridge towards the bottom of the screen to the next section 
of this map. Collect the Crystal at the bottom of the screen then walk up to 
the tree with the Monkey in it and drop a bomb next to it. When the Monkey 
falls out of the tree place a bomb directly next to him straight away and you 
kill it. Collect the final Crystals from behind the tree then walk around to kill 








all of the other enemies for extra reward if you have the time. If any of the 
§reen worms eat your bombs as you try and kill them, they’re easy targets as 
they’re so fat and slow'. If you are running low on time simply enter the dOOf 
in the top right hand corner to be taken to your next challenge: Level 1-3. 

Level 1-3: SIX Blue CRVstals to collect 

time limit: 4:00 miNutes 

First of all, work your way south towards the little path on the left then walk 
down to the section on the next screen down. Collect the Blue Crystals down 
to the right, there are probably but they will appear at random. Kill the 
enemy there too then walk back to the top area for more Crystals. When you 
are happy that the screen you’re on is complete, bomb the tree to send the 
stump cross to the next section on the right creating a make-shift bridge for 
you to cross over. When you are over to the next section, work your way 
south again to another little section on the next screen below that probably 
contains another two Blue Crystals. Kill the moles down there too for an 
extra reward just in case you didn’t have to kill them to get to the Crystals. 
Now go back up to the main section using the path once more. When you’re 
clearing up in the top section keep an eye on the Cows heads, they have 
rather a clever charge attack that can catch you out when you’re not 
concentrating. When the rest of the enemies and the Crystals have been 
killed or collected you can exit through the door in the top right hand corner 
of the map. Well done, you’re about to meet the first Sub Boss the game has 
to offer - good luck! 

level 1 - 4 SUB BOSS: oNe Blue cRvstal to collect 

time limit: ^:00 miNUtes 

As with all levels in the game, you must work quickly to complete your task 
in order to beat the time limit you have been given. To defeat this Sub Boss, 
you must attract him to the outsides of the map area then walk slightly in his 
direction to attract his attention and get him to charge at you with his fast 
roll. You cannot hurt him while he’s rolling, it’s only after he has finished his 
roll and has bounced that you can injure him. When he is walking around, he 
is too clever to walk into your bombs so after his attacks is the best time for 
you to drop a bomb. When you have successfully hit him twice with your 
bombs he’s defeated and his yellow hopping rabbit is yours, along with the 
Blue Crystal that opens the exit door that leads you to the Final Boss of this 
planet. 

level 1 - 5 fiNal boss: no Blue CRVStals to collect 

time limit: 3:00 miNutes 

Defeating the overgrown tree is probably easier than the Sub Boss, but 
never mind. As soon as you have control, walk straight up to it and drop a 
bomb in front of it. Now clear off because you don’t want to get caught up in 
the tree’s first attack. He has three attack patters that are straightforward 










and easy to avoid. When he throws a selection of bombs in your direction 
simply walk up to him and drop one of your own; you avoid his attack but 
get one of your own on him! When he throws the bad leaves at you, try your 
best to avoid them as they will give up after a while, but you can also drop 
your bombs to take them out if you wish. His final attack is three spread 
fireballs. A quick move to the right or the left is enough here; it’s also a good 
opportunity to get in for an attack. When the Final Boss has been bombed 
three times you can complete this stage and subsequently Planet Forest. 
Onto the next, Bomberman! 


plaNet WIND 

Level 2-1: five Blue CRVStals to collect 

rime limit: 5:00 miNUtes 

Always try to take time to familiarise yourself with the new surroundings on 
the first level of a new world. You find you’re pitted against new enemies on 
each world you visit which range in ability, speed and strength. Collect the 
four Blue Crystals that are dotted randomly around the platform while killing 
as many of the enemies you can. When you have those four, go down ^ the 
bottom right hand corner of the map and defeat the enemy with the fifth and 
final Blue Crystal on its back. You now see that the exit door Is open ready 
for you to go onto the real challenge of Planet Wind. 

level 2-2: SIX Blue cRVStals to collect 

time limit: 5:00 miNutes 

From the small platform that you are on, walk around bombing all of the 
obstacles until you discover a power-up then collect the lone Blue Crystal. 
Watch the moving platform on the right and hop on when you can see the 
clock enemy is out of the way. Move around collecting the crystals and go to 
your right down the steps. Use the moving floor tiles to take you around the 
bottom of the screen killing the enemies and collecting the Blue Crystals, 
then slowly work your way right until you are near the exit door (the final 
Blue Crystal is in the bottom-right corner on the back of an enemy). You find 
many of the obstacles on this stage contain power-ups so use the remainder 
of your time bombing them until you are satisfied you have got enough. Now 
you can exit through the door in the top right hand corner of the room to be 
taken to the next stage of this world. Level 2-3. 

Level 2 - SIX Blue cRVStals to collect 

time limit: 5:oo miNutes 

From the platform you begin on, work your way around the left down 
towards the bottom then right to take the lift to another platform below. 
Make sure you collect the power-ups first though and kill the enemies for 
extra points. After taking the lift go immediately left to collect a possible 










Blue Crystal but be careful when you pass the two twisters as they catapult 
you down the screen into potential danger. When the Crystal is yours work 
your way around the rest of the platform collecting anything available and 
killing the bouncing enemy. Now return to the previous platform using the 
lift one more and go up and right to be taken to the next section past the 
sealed exit door. You find more Blue Crystals in this section but you’re one 
short, so head south towards the bottom right hand corner of the screen 
until you find another lift to take you to the final small platform on this 
stage. Go down for the final Blue Crystal(s) then kill the remaining enemies 
on that platform and the previous bigger one until you have to go the exit 
door which is in the middle of the large platform at the top of the screen. 

Level 2 - 4 SUB boss: ONe Blue cRvstal to collect 

time limit: 5:00 miNUtes 

There are two opportunities for you to attack this lady Sub Boss. When she 
turns into the Cyclone it’s quite tricky to get the timing right but tactically it’s 
rather similar to the attack pattern of the last Sub Boss from Planet Forest. 
Your other opportunity for attack comes when she transports herself to 
another part of the screen. When she arrives at her destination, she is still 
flashing and unable to move, if you can get to her position quickly you can 
drop a bomb and hit her every time. After hitting her twice she’s defeated 
and you can now get your Blue Crystal and challenge the Final Boss. 

level 2 - 5 fiNal boss: no Blue CRVStals to collect 

time limit: 5.00 miNUtes 

This Final Boss looks deceptively easy in the way that it moves around so 
slowly, but this book shouldn’t be judged by its cover as there is only really 
one of his attack patterns that is easiest for you to counter attack on. When 
his heads spins round and jumps off his body and bounces around is your 
best opportunity, simply wait nearby until his head is out of range and 
charge in to drop the bomb, run away again and you score a hit almost every 
time. Watch out for his spinning blade attack, though, this is the only time 
that it moves quickly and can pin you in a corner if you’re not careful - just 
keep at it and you defeat him before long. 

plaNet fiRe 

level 1: fouR Blue cRVStals to collect 

time limit: 5:00 mmutes 

Watch out for the enemies on this stage as they now have new attacks like 
projectiles and the ability to throw your bomb back at you so be extra 
careful when lining up an attack. Pick up the two Blue Crystals in this area 
and kill the enemies even you don’t have to (for extra points). Flit the switch 
by the mine cart by dropping a bomb by it to open up the route to the left 










then jump in to ride in towards the wall. Now use another bomb on the 
switch to bring it back to the middle, jump into the cart once again and ride 
it over the gap to the next section of this level. Kill the enemies here then 
pick up the final two Blue Crystals to open up the exit door in the top right of 
your screen to go to Level 3-2. 

Level 3 - 2: SIX Blue CRVstals to collect 

time limit: S:00 miNUtes 

Walk around this screen and pick up all of the available Blue Crystals and kill 
the spiders that are around. Don’t get too close to them or they will spin a 
wed around you and you’re history, so watch out. If there are any rocks on 
the cart track on the left bomb them away then jump In to be whisked away 
to the lower platform at the bottom of the screen. As soon as you exit the 
cart collect the remaining few Blue Crystals and get rid of the aggravating 
enemies that are around you. When the coast is clear, bomb a few of the 
rocks to reveal some power-ups that may well prove useful on the next level. 
When you’re happy you’ve got everything available, jump back into the cart 
and enter the exit door back on the previous platform. 

Level SIX Blue cRVStals to collect 

time limit: 5:00 miNUtes 

From your little square platform that you are stood on, go straight up to the 
top and take the lift to the main part of the level. The enemies on this stage 
have a cunning ability to breathe fire at you from quite a range, so sneak up 
on them and lay a bomb then run to kill them. Watch out for the holes in the 
ground as well, they slowly open up when you least expect it and swallow 
you whole. If you’re careful and patient though you should be fine. Collect 
what Blue Crystals you can from this area then venture to the top right-hand 
corner and drop a bomb in front of the massive boulder, it falls down to the 
next platform below and act as a stepping stone for you to descend. When 
there immediately kill the Crystal carrying enemy and any of his friends that 
might be about, now go to the right and up to find the remaining Blue 
Crystals and a new enemy that is cleverly disguised as a rock! When it’s all 
clear exit through the door in the top right hand corner of this level. 

level ^-4 SUB BOSS: oNe Blue CRVStal to collect 

time limit: 5:oo minutes 

OK, this is where the real action begins! This Boss’s primary attack is four 
streams of fire that come from the left, right, front and rear side of his body 
while moving around the screen. It’s very easy for him to trap you in a corner 
with this attack so watch out for the flashing orange light that emanates 
from him just before he strikes. Scoring a hit while he is in this attack 
pattern is very, very hard but not impossible, so your best hope of defeat 
here comes from his second attack pattern in which he stops and causes fire 
to come out of the ground around him. You can get in close if you’re quick 









and drop a bomb when the fire starts, run away as quickly as you can and 
you should hit him. After four successful bombs you win, but watch out for 
the time limit, it’s quite a close call. 

Level 5 - 5 fiNal boss: no Blue CRVStals to collect 

time limit: 5.00 miNutes 

Avoiding Dagaron isn’t easy because he spends most of his time in the air so 
the barriers on the ground don’t effect him. He’s fast too so you really want 
to waste no time in beating him or he runs you down in the end. Wait until 
he opens his eyes, stomps on the ground and shoots multiple fireballs at 
you before moving in to drop a bomb, if you’re super fast you can get two 
attacks in while he’s carrying out his attack pattern, if you die and lose all 
the power-ups you’ve gained from previous levels, this boss becomes even 
harder to combat so you probably spend a number of lives just becoming 
familiar with his moves before you can be victorious. 

plaNet oceaN 

Level 4 - 1 : Four Blue CRVStals to collect 

time limit: 5:oo miNutes 

Move around the top section of this watery first level collecting the Blue 
Crystals nearby and hose down any enemies that should get too close for 
comfort. When you’re happy that everything’s sorted here go left to the pipe 
along the edge and bomb the green plant in front of it. When it’s clear, leave 
another bomb right in front of the actual pipe and let it blow away the plant 
life that’s stopping you go down to the lower level. Now use the steps on the 
left of the screen to descend to the next section of the level. Kill the enemies 
and collect the remaining Blue Crystals here while blowing up a few 
obstacles for possible power-ups. When all is well go back up to the top 
section and use the exit door in the top right hand corner of the screen. 

level 4- 2: SIX Blue CRVStals to collect 

time limit: 5:00 miNUtes 

It’s very important to move quickly around this level or you fall foul of the 
massive crane arm moving around ready to grab you in its pincer hand and 
take you back to the start of the level. Quickly destroy the nearby enemy 
and move around the platform collecting the Blue Crystals. Use the two 
vortexes in the top-right corner of the screen to catapult you across the gap 
to the next section of this level. Kill the Blue Crystal bearing bad guy here 
then use the steps to lower yourself to the final section where you must 
immediately kill a nearby enemy. Now move around while still avoiding the 
crane arm and collecting the final lot of Blue Crystals until the exit door 
opens in the top-right corner of this section. 










Level 4-?: five Blue CRVStals to collect 

time limit: 5:00 miNUtes 

The fish on this level are quite tricky to kill but you have more than enough 
time to dispatch them all while collecting the Blue Crystals in the first 
section of this level. Use the steps on the right-hand side of the screen to 
lower yourself to the section below. Kill the smaller fish but make sure 
theyYe not buried otherwise you won’t be able to kill them. Collect the Blue 
Crystals from the left then work your way right and go up through the three 
crushers timing your moves carefully. When you have the final Blue Crystals 
from the upper area the exit door will open allowing you to progress to Level 
4-4 to meet this worlds Sub Boss. 

level i -4 SUB BOSS: 1 Blue cRVStal to collect 
time limit: 5:00 miNUtes 

‘Very difficult’ is the term we would use to describe this Boss, even though it 
can’t actually do any harm to you at all. The only way you can die is by 
walking into your own bomb or by being trapped in the bosses current attack 
and dropping a bomb by mistake. The real danger comes from the time it 
actually takes you to defeat him; if the time limit runs down to nothing you 
die, so every attack has to count to be successful. When he transports 
himself to another area after using his attack is the best time for you to act, 
as soon as he appears drop your bomb and run, keep at it and he’s history. 
After grabbing the Blue Crystal you can move onto the real boss! 

Level 4-s fiNal boss: no Bl ue CRVStals to collect 
time limit: 5:00 miNUtes 

This huge robotic Squid is a real tough enemy and probably one of the 
fastest you have faced yet. As soon as he starts charging towards you get 
away fast and stay out of range until he stops ready for his first attack. When 
he lands on the ground properly to throw balls at you is your first and best 
opportunity to attack. Get behind him and quickly lay a bomb then run as far 
away as possible to give the best chance of avoiding his attack. Run away 
again and watch for his wave and swipe attacks that requires you to be at 
quite a distance from him. Give it some time though and he’s defeated, 
allowing you to move onto the fifth and final world: Planet Dark! 

plaNet Black 

Level s-1: Four Blue cRvstals to collect 

time limit: 5:00 miNutes 

This level is a piece of cake to complete, just walk around the single 
platform area killing the enemies that cross your path and collect the four 
Crystals that are randomly placed on the level each time it loads. You find 














the exit door in its usual position in the top right hand corner of the area. 
The only real danger comes in the form of the rockets, when you have 
bombed them there is a slight delay in their explosion so don’t try to jump 
the gun as it were. Use the rest of your available time blowing up all of the 
obstacles to reveal some excellent power-ups that serve you well in the final 
part of the game. 

Level 5-2: 5 Blue cRVStals to collect 

time limit: 5:00 mmutes 


Walk carefully towards the electric device and drop a bomb to deal with the 
first of the enemies you encounter then walk through timing your move so 
that you don’t get a shock. Collect the available Blue Crystals and flip the 
switch in the top left-hand corner of this area. Now proceed right until you 
come across the rotating satellites, stand under one and let it take you 
across the game to the next section of this level. Press your bomb button to 
drop off onto the platform and get ready to defend yourself against any 
nearby enemies. Collect a Blue Crystal or two then stand on the orange 
transporter pad on the left to be taken to another section below to the left. 
Kill the two ghost Bombers and pick up the Crystal(s) before using the 
transporter once more back to the previous platform. Once there destroy the 
remaining enemies then exit top right through the door. 

level 5 -^: 6 Blue CRVStals to collect 

time limit: 5:00 miNutes 

Get ready for more of the same here only with tougher enemies and more 
missile launchers to catch you out. Make your way up the screen for the first 
Blue Crystal then work right across the smaller section avoiding the 
aggravating missile launcher as you go. Continue right as far as the exit door 
and collect some of the Blue Crystals there then use the transporter pad to 
take you to the lower section of this stage and kill all of the attacking 
enemies there. When the threat is out of the way collect the remaining Blue 
Crystals and use the transporter grid to return to the previous screen so you 
can use the door. 

level 5 - 4 SUB BOSS: 1 Blue CRVStal to collect 

time limit: 5:oo miNUtes 

It’s quite straightforward to avoid this adversaries attacks, it’s just really 
tough to actually get a hit in yourself. When he’s in the air throwing his two 
liquid bombs get right underneath him and drop a bomb of your own when 
he’s teleporting. You’ve just got to hope that he reappears nearby to get hit 
by his own bombs. Keep persisting at trying to catch him out the old 
fashioned way when he’s walking around but really the only good 
opportunity you get is when he’s throwing his bombs. After a few hits he’s 
dead and you can go through to meet the final boss that Bomberman World 
has to offer. 









level ‘>-5 fiNal boss: no Blue CRVStals to collect 
rime limit: s.oo mmutes 

the best way to beat the first part of the final boss encounter is to wait until 
the robot starts firing the lasers from its eyes. Mind you don’t stand still 
though or you’re fried in seconds. After hitting this surprisingly easy enemy 
about five times it’s defeated opening up the final part of the confrontation. 
When the upper body appears immediately go and drop a borrib right m 
front of it where the green balls are spinning around it. Once all three of the 
balls are gone you can start to actually do harm to the boss itself. Simply 
keep moving away from all of the attacking lasers and get a bomb m every 
WorTunity you get until you’ve succeeded in your quest. Congratulations! 








coLonv waRS 

In this complete solution to Colony Wars, we guide you through all the 
missions and show you how to reach the six possible endings. Strap yourself 
in for the biggest space battle on the PlayStation. 

missioN ONe: iNitial Duty 

SHIP assiCNeP: s-5 vampiRe 

The first mission of this epic game sees you assigned to taking out the three 
Navy Tornadoes that have started an attack on the League support and its 
surrounding areas. Use your torpedoes when you’re near enough to them, 
but don’t fire too much when near the League vessels, otherwise you could 
hit them and be classed as a traitor. Kill all the Navy tornadoes to complete 
the first mission. 

Proceed to: Defending The Civilian Colony, regardless of whether you win or 
lose the mission. 

missioN two: pefeNDiNc tHe civiliaN coLonv 

SHIP assiCNCD: s-4 paRk aNceL 

Your mission this time is to shoot down the Navy Avalanches that are 
attacking the convoy ships before they manage to destroy any of them. Once 
this is done, a second wave of Navy vessels attacks. Take these out as 
quickly as possible to avoid the convoy being decimated by them. 

Proceed to: Navy Threatens Gallonigher, regardless of whether you win or 
lose the mission. 

missiON tHRee: tne Navy tHReateNS callONicneR 

SHIP assiCNeP: s-A paRk ancel 

At the start of this sub-mission, your wingman gives you instructions to split 
up and attack the incoming Tornadoes. You see a series of escape pods 
leave the prison ship; this is the POWs trying to make a run for it. As they do, 
a Navy Frigate de-cloaks near your current position. Don’t worry too much 
about the escape pods and concentrate your firepower on the frigate. When 
its shields drop, hit it with everything you’ve got until it’s destroyed. With 
that out of the way, the prisoners are automatically recaptured and the 
mission’s complete. 

Proceed to: Gallonigher System Part 2 - The Terrified Planets, but only if you were 
successful in two of the three missions, otherwise return back to Initial Duty. 












missiON oNe: BattliNC foR tHe pLatfoRin 

SHIP aSSlCNeP: S-9 HVDRa 


You are given only five minutes to destroy the Navy Rghters and cripple the 
battle pfa^^orm before a League frigate appears. Take out t etching 
ships as you get nearer to the platform and avoid being pulled J 
thTarLL Lch. When the frigate de-cloaks, change to your EMP gun and 
strafe the surface of the platform and take out the protruding structur 
whilst avoiding any incoming fire. When the sensors have been destroyed, 
keep attacking to fully render the platform disabled. 


Proceed to: Attempting to Secure Gallonigher or Regrouping for the Platform 
Assault. 


missTON two: attemptiNC tn spr.uRe callONiCHeR 
SHIP aSSlCNeP: s-9 HVDRa 


As soon as you start this mission you need to destroy the Thunderchilds so 
the League frigate can de-cloak. When the frigate launches its APCs follow 
their flight towards the battle platform. Your mission is to ^^stroy the 
Thunderchilds that try to protect the battle platform from the 
It is imperative that at least one APC reaches its target for the mission to be 

a success. 


Proceed to: Closing Warp Hole or Saving the Battle Platform. 

missioN tHRee: foR tHe platfoRm assau U 

SHI P aSSICNeP: s-9 HVDRa 

This mission is very much the same as the Battling for the Platform mission, 
the main difference is that you are only given one-and-a-half minutes to 
complete this stage. That means you haven^t the time to get involved m any 
dogfights with the Navy fighters. Fly towards the platform at full speed and 
begin Strafing runs using your EMP guns. Once this is done, return towards 
the frigate and escort the APCs to the battle platform. Don^t get too tempted 
to stray away from the APCs in pursuit of the enemy fighters. 

Proceed to: Closing the Warp Hole or Saving the Battle Platform. 

missioN fo uR: saviNC tHe Battle pLatfoRni 
■SHIP assicNCD: s -4 paRk 

Find the co-ordinates for the League ship and head towards it. You need to 
destroy the Navy Stormlords in the area as you proceed. Use all your big 






















weapons on the Navy frigate to do as much damage as possible and attempt 
to bring their shields down. Once they are down, then let the League frigate 
return fire to cripple the Navy frigate even further; now clean the area of 
enemy ships to complete another mission. 

Proceed to: Closing the Warp Hole or Diomedes System Part i: Wasted and 
Drained. 


missiON five: cLosinc tHe waap Hole 

SHIP assiCNeP: s-ii pemoN 

As you approach the warp hole, take out the Stormlords that appear from 
within it. A Navy cruiser appears from the same point, firing Thunderchilds 
as it approaches. You need to ignore the majority of their small craft and 
change your weapon over to the EMPs, from this you need to do a series of 
strafing runs in an attempt to cripple the cruiser. Once this is done, take out 
the Navy fighters before concentrating on the cruiser in a bid to finally 
destroy it. Now use your abilities to defend the battle platform from the last 
few Navy ships after the wormhole has closed. 

Proceed to: Draco System Part i - Baptism By Fire or Diomedes System Part 
1 - Wasted and Drained. 


Diomeoes s> 

»^stem 1 


was Leu aisft 

> URaCN 
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missiON ONe: tHe Navy Lurns on piomepes 

SHIP assicNeP: s-5 vampiRe 

From the starting position you are given only two minutes to clear the area 
of siren weapons. The sirens don’t take a lot to destroy, but they don t 
appear on your radar. The first one is close by, near a group of asteroids and 
only starts shooting when you approach him. Use your A.S weapons and 
then a burst of your laser to take him out. The only way to see the sirens is 
to look for small purple flashes in the distance. Your mission starts to get 
harder when a group of Avalanches and Tornadoes fly into the area. When 
the League frigate appears it comes under heavy attack and is captured by 
the sirens. You need to fly towards it and take out the siren at the furthest 
end of the tractor beam, then destroy any remaining Navy fighters and 
sirens to finish the mission. 

Proceed to: A Bomb in the System or The Threatened Frigate. 

missioN two: a BomB in tne system 

SHIP aSSICNeP: S-9 HVDRa 


Ahead of you is a Navy frigate that Launches some APCs; you need to 











destroy them as quickly as possible then concentrate on the Tornadoes that 
are trying to defend them. The APCs attempt to fly tovyards the Navy 
destroyer; watch out for the heavy attacks from the big ships in your 
attempt to destroy all of the APCs to complete this mission. 


Proceed to: Diomedes System Part 2 - All, Nothing or view Ending One (the 
worst conclusion). 

missiON tHRee: tHe tHR eatewep fiucate 
SHIP assiCNCD: s -4 paRk aNcel 


At the start of this level you see two sirens holding the League frigate. 
Destroy them, then attack the Navy frigates by the warp hole. Use your 
weapons to destroy their shields so that the League frigate can open up an 
attack on them. The mission is only successful when the Navy ships have 
been destroyed and the League frigate can escape. 


Proceed to: A Bomb in the System or view Ending One. 



missiQN PNC: RaiDiNC piomepes 
SHI P assicNeP: s-5 vampiRe 

The aim of this mission is to tag all nine of the Navy ships. The only problem 
is that you need to do it before any of them reaches velocity speed and 
escapes. As well as that to contend with, all of the Navy fleet will be 
launching an all out attack on you as you approach. The ships are split into 
three groups of three, so you’ll need to fly at full speed to cover the area in 
double quick time. 

Proceed to: Holding Off the Enemy or Diomedes Under Threat of Darkness. 

missioN two: Diomepes undor tHReat of p aRkNess 
SHIP assiCNeP: s-7 cHimeRa 

You need to wipe out the single Tornado that’s in the area. As soon as this is 
done, you see a Navy frigate and some Thunderchilds trying to dock at a 
space station. Your mission this time is to destroy the frigate. If you allow it 
to leave the space station you only have 30 seconds before it jumps to warp, 
so do as much as you can with your A.S torpedoes to wipe out its shields as 
soon as possible. While this is all going on, you attract fire from the station, 
so stay on the far side of the frigate and use it as a shield. 

Proceed to: Holding Off the Enemy or view Ending One. 

















missiON tHRee: hoLdinc off tHe eNemy 

SHIP assiCNeo: s-4 paRk aNj^el 

You need to fly towards the Navy frigate and take out the APCs it launches. 
All three need to be destroyed before concentrating on the Thunderchilds. 
Once these have all be killed, it’s time to attack and destroy the frigate. To 
be successful you need to completely destroy the frigate. Use the same 
methods as before, in using your A.S torpedoes to bring their shields down 
first before launching your arsenal at them. 

Proceed to: Alpha Centauri Part i - The Rage of Civil War or view Ending One. 


missiON ONO: eNteRiNC alPHa ceNtauRi 

SHIP aSSlCNeP: S-9 HVDRa 

As you arrive on the scene, use your EMP guns to disable the Navy cruiser 
that’s attacking the League destroyer. After that, concentrate on the 
Stormlords in the area until you are advised that some reinforcements have 
arrived. They take over the mission of keeping the Stormlords at bay, while 
you attempt to destroy the cruiser followed by the Faction frigate that turns 
up to support the Navy. 

Proceed to: Unknown Forces in the System or An Unknown Force Attacks. 

missioN two: aN UNKNOWN foRCC attacks 

SHIP aSSlC^NeO: s-9 HVDRa 

You almost immediately enter into a dogfight with the Faction Demons and 
Vampires who are trying to destroy the civilian craft. The Faction Chimeras 
then launch an attack on the space station. Fly in and defend it before the 
Chimeras do too much damage. The mission is only a success when all 
enemy craft in the area have been destroyed. 

Proceed to: Maintaining the Leagues Supplies or League Communications 
Under Threat. 

missiON tHRee: unRnown foRces in tne system 

SHIP assiCNeo: s-ii pemoN 

The mission starts with you in hot pursuit of a Faction frigate. While you are 
chasing it, a Navy cruiser de-cloaks, don’t let this distract you from your first 
priority. Disable the frigate using your ever trusty EMP guns then turn 
around and concentrate on doing the same to the cruiser. Once both of them 
are crippled use your fire power to destroy them. 













Proceed to: Maintaining the Leagues Supplies or League Communications 
Under Threat. 

missiQN fouR: Leapue commuNicatioNS undcr tHR eaX 

SHIP assiCNeP: s-5 vampiRe 

You’re given orders from the space station at the start to attack the Faction 
frigate when it appears in the region. You also need to keep an eye on the 
developments involving the League’s communication ship, which is coming 
under heavy attack from the Factions Vampire craft. Once you’ve crippled 
the frigate, the mission is only a success if the comms ship isn’t destroyed 
and manages to dock at the space station. 

Proceed to: Maintaining the Leagues Supplies or the Alpha Centauri System 
Part Two - Glory Tomorrow, Treachery Today. 

missioN five: maiNtaiNiNC tHe Leacue’s supplies 
SHIP assiCNeP: s-i paRk aNgeL 

You need to escort the comm ship when it leaves the space station and 
attack the Faction Vampire craft that appears. After it’s been destroyed, turn 
back and get in front of the ship, you will receive a message in your HUD 
that several Navy sirens have de-cloaked. Take them out before they drag 
the comm craft into the mines. To make matters worse, you also need to 
attack the Faction fighters that’ll attempt destroy the comm craft. Your 
mission is only successful once all enemy craft have been taken out and the 
League’s ship can continue onwards. 

Proceed to: Alpha Centauri System Part Three - The League In Agony or 
Alpha-Centauri Part Two - Glory Tomorrow, Treachery Today. 

alPHa ceNtauRi system paRt.2 
cLoRrloiiiOP-KOW- tReacheky lupay 

missioN PNC: uNPeR attack in alpna ceNtuRai 

SHIP assiCNeP: s-4 paRk ancel 

This mission is a rather small one. The aim is to attack and destroy the 
Faction frigate. Use your standard A.S lasers to cripple it and then finish it 
off with your heavier arsenal. The only problem is trying to ignore all the 
Factions smaller ships that attack you and try to prevent your mission from 
being successful. 

Proceed to: Stranded in Alpha Centauri or Targeting a Faction Destroyer. 













missioN two: a factiON oestRoyeR 

SHIP assiCNeP: s-7 CHimeRa 


The destroyer you are assigned to take out ahead of you and the League 
forces it’s trying to out-run are to your sides. The best angle to attack is from 
the rear using your A.S lasers to bring down its shields. Once these drop the 
Leagues dreadnought attacks causing damage to the Faction’s ship. As the 
chase continues, the destroyer tries to take refuge in an asteroid field; this 
causes the dreadnought to drop out of the pursuit, it’s then up to you, to get 
in and finish the job off without being hit yourself. 

Proceed to: Destroying an Enemy Starport or Sabotaging the Peace Talks. 

missioN tHRee: stRaNoeo in alpna ceNtauRi 

SHIP assiCNeo: s -5 vampiRe 

This mission is exactly as it says. You are stranded in space and waiting for 
some League support to arrive, but you have only limited shields and ammo, 
so you need to ration yourself. There are a total of eight ships coming in for 
an attack against you - wait until you’re close enough to one of them to 
return fire. Use your flexibility to manoeuvre out of the gun sights of your 
opponents. When the last Thunderchild is destroyed, a League Destroyer 
appears to complete this difficult mission. 

Proceed to: Destroying An Enemy Starport or Sabotaging the Peace Talks. 

missioN fouR: saBOtaciNC tne peace talks 

SHIP aSSICNeP: S-9 HVDRa 

The space station ahead of you launches some Avalanches, you need to get 
involved in a dogfight with these in order to destroy them. When the Navy 
dreadnought de-cloaks, attack and cripple its shields then wait for the 
Faction craft to appear on the scene. Attack this and destroy its shields 
before launching a full scale bombing raid to destroy it completely. 

Proceed to: Destroying an Enemy Starport or view Ending Two. 

missioN five: oestROViNC aN eNemy staRpoRt 

SHIP assicNeP: s-7 CHimeRa 

When you start this mission your aim is to destroy the Starport. The shields 
of the Starport are already down, so it makes the job a little easier. Your first 
attack must be at one of the two Navy frigates that appear either side of the 
Starport. Concentrate on one of them and take it out. if you then attack the 
station from that side you can use it as a shield from the other frigate. Don’t 
worry too much about the smaller ships as they continually keep coming. 
Destroy the station as quickly as possible before it gets too much. 











Proceed to: Alpha Centuari System Part Four: One Last Push or view Ending 
Two. 


miSSION PNC: VIRUS alcRt 

SHIP assiCNCD: s-5 vaiTipiRe 

Your positioned next to the League’s command craft at the start of this 
mission. As the enemy craft approach, take them out, but don’t stray too far 
away. When the runaway League frigate appears to the left of you, fly over 
and fire a mole missile at it. The frigate stays at the same position where it 
was re-programmed making the scanner display a little cluttered later into 
the mission. Remember your bearings between the frigate and yourself as 
you break away to intercept the enemy fighters that have launched their 
own attack on the Leagues command craft. When the next frigate appears, 
fly over to it and re-program it. Continue this procedure as each new frigate 
appears, try to remember their individual bearings as to not end up 
reprogramming one you’ve already done. 

Proceed to: Protecting the Leagues Commanders or League VIPs Under 
Threat. 


missiON two: Leacue vips undcr tHReat 

SHIP assiCNeP: s-ii pemoN 

At the start of this mission you see a Faction frigate de-cloak and try to place 
a tractor beam onto the APC. Fly over and disable the APC and then grapple 
it before heading towards the League cruiser. You have to battle it out with 
the enemy fighters that attempt to block your passage. When you are near 
the rear of the cruiser, release the APC to complete the mission. 

Proceed to: Looking Forward To Peace or Talks Disrupted By Traitor. 

missioN tHRee: pROtectiNC tne Leacues commaNPeRS 

SHIP assiCNCD: s-4 oaRk aNcel 

Destroy the Stormlords that are attempting an attack on the League cruiser, 
when some of the fighters have been destroyed the cruiser launches an APC. 
This now gets slightly chaotic as more Navy fighters appear and then a 
series of sirens de-cloak. They attempt to destroy the APC, so ignore the 
fighters and concentrate your efforts on the sirens. When the sirens have 
been destroyed, the APC attempt to dock with the transfer ship. Once this is 
done, take out the remaining fighters to complete this mission. 

Proceed to: Looking Forward to Peace or Talks Disrupted By Traitors. 












missioN fouR: taLks pisRUPteo bv taaitORS 

SHIP assiCNeo: s-ii pemoN 

As you approach the warp hole you see a series of civilian transporters. You 
need to destroy these to complete the mission, but when you arrive on the 
scene a Navy cruiser appears and let off a number of smaller fighters in 
pursuit of you. Take these out and then if necessary finish off the 
transporters. 

Proceed to: Looking Forward to Peace or Alpha Centuari System Part Four: 
One Last Push. 


missiON five: LooRin^ foRwaRo to peace 

SHIP assiCNeP: s -4 paRk aN^el 


As you start, two Navy strike cannons de-cloak and attack and destroy the 
League Dreadnought. You need to destroy both of the cannons before the 
League command ship arrives in the system. During the attack several 
missiles are launched at you; use your decoy flares to try and avoid them, if 
this proved a success, seek out the Factions dreadnought and destroy it 
before returning to the command craft and finishing off any stray fighters. 

Proceed to: View Ending Two or Alpha Centuari System Part Four: One Last 
Push. 


aLpHa ceNtauRi system pt 4 
—- oNe LasL PUSH 


missioN ONe: DReaPNOUcHt veRses pReaPNOUCHt 

SHIP aSSICNeO: S-9 HVDRa 

At the start, fly ahead and cripple the Navy’s dreadnought before attempting 
to take out the surrounding Navy fighters. Once they are destroyed, fly back 
and pump everything you’ve got into the dreadnought to finally finish it off, 
once and for all. 

Proceed to: View Ending Three or Ending Two. 



missioN ONe: tne Leacue ewteRS oRaco 

SHIP aSSICNCD: S-9 HVDRa 


As you fly towards the spaceport, you see some tankers being towed by 
cargo pods using grapple beams. The aim here is to destroy the ships and 

















prevent them from docking. The best plan is to take out the pods 
causing the beams to be broken. Despite the appearance of some of the 
Tornadoes, don’t pursue them too much as destroying them doesn’t 
accomplish the mission. 

Proceed to: Solitary Duty or Targeting Navy Supplies 

missioN two: taRcetiNC Navy supplies 

SHIP assicNeP: $-7 cHimeRa 

To complete this mission you need to destroy the space station, but it’s not 
that easy. As you start your attack, use your A.S guns to bring the shields 
down on your target then watch out for the Navy cruiser that will de-cloak 
and offer support to the station. Fly to the opposite side of the space station 
and use it as cover to avoid the heavy fire from the cruiser. Also look out for 
the Tornadoes that attempt to take you out; just concentrate on the space 
station until it has been destroyed. 

Proceed to: Navy Intelligence Threatens the League or The Navy Retaliates. 

missioN tHRee: solitaRV Duty 

SHIP assicNeo: s-7 CHimeRa 

This mission is somewhat similar to the previous one. Here you are assigned 
to destroying the mining station, but you need to take out the two 
Thunderchilds that protect it, first. With them out of the way, it’s up to you to 
use your A.S guns to bring it’s shields down before laying everything you’ve 
got into it to wipe it out. 

Proceed to: Navy Intelligence Threatens the League or The Navy Retaliates 

missioN fouR: tHe Navy Retaliates 

SHIP assicNep : s-4 paRk aN^el 

You need to be fairly quick off the mark for this mission. It starts with a 
League frigate trying to escape from Navy fire. Your aim is to destroy the 
sirens that are surrounding the frigate, then take out the Stormlords that are 
smothering the frigate. Once most of them are out of the way, a Navy frigate 
appears in the League ships path and in the process launches some 
Thunderchilds. Attack the main Navy ship and keep it busy until the frigate 
manages to leave the system. 

Proceed to: Navy Intelligence Threatens the League or Draco System Part 3: 
Time To Strike. 










missiON five: Navy iNteLLiceNce tHReateNS tHe League 
SHIP assiCNeo: s-ii pemoN 

As the mission starts, fly towards the Navy comms ship and disable it with 
your EMP guns. All this has to be done before the ship attempts to open the 
jump-gate and leave the system. Once it is disabled, a League cruiser de¬ 
cloaks. You now need to tow the Navy comm ship over to your League ship 
by using your grapple gun. Fly over as fast as you can before any enemy 
fighters do any damage, then release the ship. Be careful not to destroy the 
comm ship whilst shooting at the fighters. 

Proceed to: Draco System Part 2: Into The Enemy’s Heart or Draco System 
Part 3: Time To Strike 


DRaco system pt 2 
iNtxrtHe eNeiiiy s HeaRt 

missioN oNe: a pamacep CRUiseR attempts to Dock 

SHIP aSSICNeO: S-9 HVDRa 

You need to escort the League cruiser until it docks at the starport. As you 
approach a Navy frigate will de-cloak and attempt to stop the cruiser. Fly 
over and attack the frigate as quickly as possible and disable it with your 
EMP gun to prevent there being too large an amount of fighters despatched 
against you. When this is done and the cruiser is docked, take out the odd 
Stray fighter. 

Proceed to: Medical Units Under Attack or Attacking A Navy Frigate. 

missioN two: attackiNg a Navy fRicate 
SHIP assiCNep: s-7 CHimeRa 

The opening scene is that of a League Frigate being destroyed, leaving just 
you and your wingman to take on the force of the Navy. Your tarpt here is 
the Navy Frigate that is placed between two Navy Cruisers. The fact that 
there is nowhere to hide makes the mission even harder to complete. The 
best way to handle it is to do attacking runs down one side only, thus 
avoiding the fire of one of the cruisers. You need to use your now standard 
A.S guns to destroy the shields before turning about and then using your 
heavier arsenal to finally wipe out the frigate and finish the mission. 

Proceed to: Tracking Down Survivors or The Navy Begins Its Counterattack 

missioN tHRee: mepical uNits UNPeR attack 
SHIP assifiNeP: s-4 paRk aNc;eL 


At the start of this mission fly to the front of the Leagues medical ship and 

















attempt to destroy as many asteroids as possible. While doing this, some 
enemy Tornadoes appear and launch an attack on the medical ship. 
Breakaway from the asteroids and attack the Tornadoes, but don’t get 
pulled too far away from the scene. Once the enemy ships have been 
destroyed, return to the front of the medical ship and continue to destroy 
the asteroids until you have cleared the belt. 

Proceed to: Tracking Down Survivors or The Navy Begins Its Counterattack 

missioN fouR: tHC Naw BeciNS Its couNteRattac k 

SHIP assiGNeo: s-11 pemoN 

The mission objective is to defend the League’s cruiser and allow it to be 
able to reach the wormhole without sustaining any damage. Your wingman 
advises you to attack the Navy cruiser to the right. Follow his instruction, but 
don’t worry too much about his second command advising you to attack the 
smaller fighters. Concentrate all your effort on taking out the cruiser and use 
your EMP guns to disable it. Then concentrate on protecting the League ship 
and accomplishing your mission. 

Proceed to: Tracking Down Survivors or Alpha Centuri System Part i: The 
Rage of Civil War 

missioN five: tRackiNC down survivors 

SHIP assiCNeo: s-4 paRk aN^el 

Start attacking the Tornadoes that fly near the medical ship. The medical 
ship uses its tractor beam to pull in any escape pods and the mission is only 
complete if all the pods are retrieved and not destroyed by the Tornadoes. 
Don’t stray too far from the League’s medical ship, otherwise the enemy 
craft concentrate on the main vessel and not the pods. Take your time and 
pick them off one at a time. 

Proceed to: Draco System Part 4: Pulling In Two Different Directions or Alpha 
Centuri System Part 1: The Rage of Civil War 

DRaco system^pt 5 

—Lime Lo slRike 


mTscioN ONP: tHe Leacue taRcets ew emv iNtelliceNce 

SHIP aSSICNCD: s-9 HypRa 

At the start a Navy cruiser off-loads a number of Thunderchilds and then 
cloaks itself. Stay beside the League frigate and concentrate on protecting it 
from the enemy craft. Once they have all been destroyed, the Navy cruiser 
uncloaks and attempts to release another series of Thunderchilds. Use your 
EMP guns to disable the cruiser. The final part of the mission is to protect 











the League’s APCs as they fly out to the disabled cruiser. If necessary fly in 
front of them to attract the attention of enemy craft. 

Proceed to: The Funeral Raid or The Defence of League Supply Routes 

missiON two: tHe pefeNce of League Routes 

SHIP assigNeP: s-7 CHimeRa 

This mission is a reasonably short one to complete. Start your attack on the 
Navy cruiser from the rear and again, use your A.S guns to disable the ship. 
Then whilst avoiding the return fire, use your bigger, more potent arsenal to 
finish off the craft and the mission. 

Proceed to: Civilians In Danger or Moving The Strike Cannons 

missioN tHRee: tHe fuNCRal Raio 

SHIP aSSICNCD: t-45 tHUNPeRCHllP 

In this mission you get the opportunity to fly in a captured Navy T-45 
Thunderchild, so it’s a chance to see what you have been fighting against in 
previous dogfights. From the start you need to hide behind the Navy 
command craft and wait for it the captured cruiser to be detected. When it 
has, open fire and attempt to disable the Navy craft using your EMP guns, 
then fly ahead of the captured cruiser and disable and destroy any Navy 
craft in the way of the warp hole. The mission is only a success if the 
captured Cruiser manages to escape and leave the system. 

Proceed to: Civilians in Danger or Moving the Strike Cannons 

missioN fouR: moviNc tHe stRike cawNONS 

SHIP aSSICNCD: S-11 pemoN 

As the strike cannons approach the space station, fly in and give them some 
cover as the Navy destroyer appears. Using your trustee EMP guns, disable 
the Destroyer as quickly as possible to prevent any damage to yourself or 
the cannons. The mission is classed as a success if you manage to disable 
the destroyer, but don’t blow it up. 

Proceed to: Civilians In Danger or Draco System Part 4: Pulling In Two 
Directions 


missiON five: civiliaNS in paNcea 

SHIP assicNCD: s-ii pemoN 

As you start this mission you need to disable the Navy command craft with 
your EMP guns. When this happens your wingman’s auto-destruct sequence 
is overridden and starts counting down. At this stage, your own auto- 
destruct sequence starts counting down. To avoid it reaching zero and 











blowing you into a million pieces, you need to bring down the shields on the 
command craft and destroy it to end the countdown. 

Proceed to: Sol System Part i: Closing In On Sol or Draco System Part 4: 
Pulling In Two Directions 

..DRaco system pt 4 . 

puL Linl in two uiKtecn oNS 

missioN PNC: pestROveR veRSUS pestRoyeR 

SHIP aSSICNeP: S-9 HVDRa 

To get to the best possible ending in the game, it’s imperative that you finish 
this mission successfully. A Navy destroyer cloaks as the mission starts. You 
need to defend the Leagues destroyer against the swarm of Blizzards and 
Thunderchilds that launch attacks at it. After several enemy craft have been 
taken out, the Navy destroyer will de-cloak. From your position, fly over and 
disable it with your EMP guns, then continue to do attack runs on the ship. It 
all comes down to who’s ship are destroyed first, so give it everything you’ve 
got. 

Proceed to: Sol System Part 1: Closing In On Sol or Alpha Centuri System 
Part 1: The Rage of Civil War 

jsoL system pt 1, 

CLOSiNL IN ON soL 

missioN PNC: eNteRiNC tHe sol system 

SHI? assiCNCD: s-5 vampiRe 

At the start of this mission you’re placed by a circle of Navy sirens. Go and 
position yourself just inside the circle and pick the sirens off one by one. 
Then as the Navy Stormlords attack, let your wingman keep them occupied 
so you don’t get too distracted. The mission is a success when all the sirens 
have been destroyed and the League dreadnought appears in the system. 

Proceed to: Assault On The Sol Platform or Urgent Assistance Required. 

missiON two: URceNt assistance aeouiRep 

SHIP assicNCP: s -11 pemoN 

Things start getting pretty hectic in this mission. At the start you need disable 
the Tornadoes and then destroy them. A swarm of Stormlords now set about 
the League’s destroyer. It’s up to you to wipe them out and then finish of the 
squadron of Blizzards that attack. The mission is accomplished when all 
enemy craft have been destroyed and the medical ship can enter the area. 














Proceed to: Civilians At Risk or Asteroid Alert 

missioN tHRee: assault on tne soL platfoRm 

SHIP aSSICNeP: S-9 HVDRa 

There are two parts to this mission. The first part is to do attacking runs on 
the platform and aim for the twin towers. The aim is not to destroy the 
platform but to use your EMP guns and disable it. Then the second part is to 
escort the League’s APC, whilst avoiding heavy attacks from the 
Thunderchilds. The success depends on whether you can get the APC 
docked at the battle platform without it being destroyed. 

Proceed to: Civilians At Risk or Asteroid Alert 

missioN fouR: asteROiD aleRt 

SHIP assiCNeo: s-ii pemoN 

This mission is reasonably straightforward. The target here is a large 
asteroid that needs to be destroyed. When you start it appears as a large 
point on your scanner, as you fly towards it, several Tornadoes appear and 
attempt to sabotage your mission. Don’t get too side tracked worrying about 
them, just keep your concentration on the asteroid and destroying it to 
prevent a catastrophic disaster. 

Proceed to: Civilians At Risk or Sol System Part 2: A Vast And Lonely Place 

missioN five: civiliaNS at Risk 

~~^Hip assiCNeP: s-11 pemoN 

This is one of the biggest missions to date, so it’s a case of getting a move on 
and get the job done. The aim here is to destroy the enemy cannons that are 
surrounding the space station. Not all of them are visible at first, but de-cloak 
as the first few get destroyed. Try your best to ignore the Navy fighters that 
are swarming the area and stay focused on the cannons. Use your missiles to 
do some damage from a distance whilst you are travelling to the next visible 
cannon. The mission is only successful if all the cannons are destroyed. 

Proceed to: Sol System Part 3: Inside The Enemies Home or Sol System Part 
2: A Vast And Lonely Place 


soL 



a vast aNi 

J LUiNt^] 

[TTLace 


missioN ONe: secuRiNC tne Leacues positioNS 
SHIP assiCNCD: s-5 vampiRe 

As the mission starts, you come under attack from some cloned Dark Angels. 














Watch out for the large missile attack at the start before flying at full speed 
in aid of the Leagues space station. Don’t be shy of using your stun missiles 
to help wipe out the annoying Spectres. The mission is only completed when 
all attacking craft in the area of the space station are destroyed. 

Proceed to: Capturing a Clone Craft or In Defence of the Battle Platform 

missiON two: IN pefcNce of tne Battle platfoRm 

SHIP aSSICNCD: S-9 HVDRa 


This mission is rather straight forward. It’s a case of using your EMP gun to 
disable the Navy destroyer and then take it out using your bigger weapons. 
After the destroyer is out of the way, you need to finish off the Stormlords 
and make sure that the battle platform remains in your control. 

Proceed to: Cannons Turned On Saturn or Sabotaging The Sol System 

missioN tHRee: captuRiNC a clONe CRaft 

SHIP assiCNeP: s-ii pemoN 

At the start, fly over to the Navy frigate and disable it using your EMP guns. 
Then you need to fly at full speed back to League frigate and destroy the 
Thunderchilds and Stormlords that are attacking it. Fly yet again back over 
to the Navy frigate and EMP one of the Spectres, then use your grapple gun 
to tow it in towards the League frigate. Don’t worry too much about the 
other Spectre ships as they will not pursue you at this point. As you release 
the Spectre, give it one more burst of your EMP gun and leave it near the 
rear of the frigate. The mission’s a success if the ship is captured and 
brought aboard the frigate. 

Proceed to: Strike Cannons Turned on Saturn or Sabotaging the Sol System 

missioN fouR: saBOtaciNc tne sol system 

SHIP assiCNeP: s-ii pemoN 

You need to be quick in this mission, as the Navy have a large arsenal 
involved. Attack the Navy frigate that is in the region and make sure you 
disable and destroy it before the Navy destroyer arrives in the system. This 
ship launches three APCs; you need to destroy these and then the destroyer 
to make the mission a success. 

Proceed to: Strike Cannons Turned on Saturn or view Ending D (a neutral 
conclusion) 

missioN five: stRike caNNONS tuRNeo on satuRN 

SHIP aSSICNeP: s-9 HVDRa 


The aim of the mission is to prevent the cannons from being destroyed. At 











the start you will come up against a squadron of Tornadoes followed by 
some Thunderchilds. All of these need to be taken out, but don’t worry too 
much about the attacks on the League’s fleet craft as they look after 
themselves. After a period of time, if you have been successful in protecting 
the cannons they destroy the Navy’s moon base. 

Proceed to: Sol System Part 4: Descent Into Hell or view Ending D (a neutral 
conclusion) 


soL system pt 5 
iNSipe iHe eNeiiifesTiome 

missioN ONe: pestRuctioN of aN aams oRBital 

SHIP assiCNeP: s - 7 CHimeRa 

This one’s another hectic mission for you, as this is on a time limit. Don’t 
worry about the Navy fighters and concentrate on the Arms Orbital, destroy 
it before a Navy Titan appears on the horizon. Use your A.S weapons from 
close range to inflict as much damage as possible and use the Eco-spheres 
as a form of cover when you are performing your attacking runs. Once the 
Orbital has been taken out, destroy the Eco-spheres then finish off any stray 
fighters that might have been missed. The Navy cargo ship doesn’t need to 
be destroyed for the mission to be completed. 

Proceed to: Raid on the Jupiter Starport or Enemy Commander Required 
Alive. 


missioN two: eNemv commaNPeR RepuiReo alive 

SHIP assicNeP: eclipse 

A Navy destroyer launches an APC aimed at reaching the waiting Navy 
dreadnought. Destroy this and the ship launches another one. Blow up this 
APC and a small escape pod is released, quickly grapple the pod and start 
flying towards the League dreadnought. As you approach the dreadnought 
several small Navy fighters start attack runs on you. Try to avoid being 
pulled away from your main objective; just take out the ones in the vicinity. 
When you reach the League ship, release the grapple on the pod and allow 
the dreadnought to pull the pod on board. This deems the mission a 
success. 

Proceed to: In Search of a Missing Transporter or Protecting a League 
Command Craft 

missiON tHRee: aaio on tne lupitea staRpoRt 

SHIP assiGNeP: eclipse 


You need to fly over and use your EMP guns to disable the space station as 











quickly a possible. Once this is done, head back to the Leagues tteet ship 
and offer cover to the ARC that is launched. Try to destroy ^s rnany Spectres 
as possible whilst on route, but don’t get too side ‘racked with this. I s 
imperative that the ARC reaches and docks to the space 
happens a Navy frigate de-cloaks and attempts a collision course with the 
Staton to stop it falling into the Leagues hands. Fly over and use your 
heavier weapons to destroy the frigate and finish the mission. 


Rroceed to: in Search of a Missing Transporter or Rrotecting a League 
Command Craft 

micc ioN foDR: pROtcctiNC a League c ommaNO CRaft 
SHIP aSSipNCD: S-11 PeiTLON 


You see from your starting position that the Navy have two '^rge 
the area. Fly over to the first one and disable it using your now trustee EMR 
gunf Once this is done, proceed to the next one and repeat the procedure 
f gain Once both of them are stranded, switch to your more potent weapons 
and finish them off. After that, head back towards Leagues command 
craft and destroy any remaining Navy craft, or sirens that might still be 
attacking the main ship. 


Proceed to: In Search of a Missing Transporter or Sol System Part 4: Descent 
Into Hell 


missioN five: in seaRCH of a missiNg tRaNSpoRteR 
~ SHIP assiisNCD: s-4 paRk aNgel 


Yet again, you’re limited for time on this mission. The aim here is to destroy 
the mining station that is situated on an asteroid. At the start, ignore the 
Navy fighters that launch and attack, instead concentrate on the mining 
station that is placed on the asteroid directly ahead of the League cargo 
convoy. Do quick attacking runs off loading your bigger guns as you go by. It 
is essential that you destroy it before the Navy Dreadnought enters the 
system. 

Proceed to: Sol System Part 5: A Collision Course With Evil or Sol System 
Part 4: Descent Into Hell 


sol systeiTi pt 4 . 
pesue N 1 1N to H^l 

missioN owe: a titaN H its Back 

SHIP aSSlCNCD: 5-9 HVDRa 

What looks like a straight forward mission on paper is a different 
Snl The aim here is?o destroy the Navy titan. The best way to go about it 

















Is to perform some attacking runs using your EMP gun, when you have done 
this on numerous occasions it should disable the titan. Follow this up with 
another string of attacking runs, this time using your bigger weapons to 
eventually destroy the ship. Whilst this is going on, try to stay focused and 
don’t worry about the small fighters that pursue you. 

Proceed to: Sol System Part 5: A Collision Course With Evil or view Ending D 
(a neutral conclusion) 


,, soL system pt 5. 
a collision couRse WitH evil 

missioN PNC: tHe League ReacH out 

SHIP assiCNeP: s-4 oaRk aNcel 

As you fly from your League destroyer and head towards the League 
Dreadnought, the ship opens fire. It all becomes apparent that the ship Is In 
fact a cloned ship under Navy possession. The mission here Is straight 
forward, you need to start attacking runs on the Dreadnought until it’s 
destroyed. To take it out, use your EMP guns to disable the Dreadnought 
then follow it up with some missiles and then your A.S weapons. 

Proceed to: Attack on The Mars Starport or Battling A Cloned Dreadnought 

missioN two: BattliNC a cLoNeo PReaPNOucHt 
SHIP aSSICNCD: s-7 cHimeRa 

This mission Is fairly straight forward. You see a cloned Dreadnought flying 
towards the warp hole, you must destroy it before it leaves the system. As 
you approach, fire your A.S weapons to bring the shields down and destroy 
the ship using your more potent weapons. 

Proceed to: Destruction of The Clone Fighters or A Stranded Dreadnought 

missioN tHRee: attack on tne maRS staapoRt 

SHIP aSSICNCD: S-7 CHIITieRa 

You’re given Instructions at the start to destroy the sirens that hold the 
starport in it’s orbit. Don’t worry too much about doing this and concentrate 
all your efforts into the destruction of the starport. The starport must be 
destroyed before the League destroyer Is taken out by the Navy fighters. The 
station takes some beating and you probably run out of some of your bigger 
guns. When this happens, use your smaller guns and aim for the red fin at 
the rear of the starport as this proves to be a weak spot on the station. 

Proceed to: Destruction of The Clone Fighters or A Stranded Dreadnought 












missioN fouR: a stRaNPep PReaPNOUCHt 

SHIP assiCNeo: s-4 paRk aN^el 

This is another hectic mission that has you limited for time. At the start fly 
towards the League dreadnought and attack the Navy strike cannon that’s 
flying into an attack position. Then you need to attack and destroy the two 
Navy frigates that appear on the scene, whilst this is all going on another 
strike cannon fly into a second attacking position. You need to protect the 
League dreadnought until it manages to leave the system, so keep flying 
around and avoid the fighters. 

Proceed to: Destruction of The Clone Fighters or view Ending D (a neutral 
conclusion) 

miSSlON five: OeStRUCtlON of tHe ClONe fiCHteRS 

SHIP assicNeo: eclipse 

The aim of the mission is to defend the League frigate from the two Navy 
frigates and then destroy the Navy ships. The best angle to tackle this from 
is to disable the super orbital’s defences, as this makes life a lot easier. Then 
fly over and start attacking runs on the two Navy frigates that de-cloak in the 
area. Use your EMP guns to disable them and then attempt to hit them with 
your A.S weapons to bring their shields down. Once these are down, use alt 
available weapons to destroy them. 

Proceed to: Sol System Part 6: Facing The Fleat of Sol or view Ending D (a 
neutral conclusion) 



missioN PNC: pRepaRiNC foR tHe Last assault 

SHIP assiCNeP: eclipse 

Fly towards the Navy carrier and attempt to disable it with the EMP guns. Try 
not to get pulled away from the mission by the Navy fighters that surround 
the ship. As you start your attacking runs watch out for the heavy support 
fire that’s aimed at you. Try to fly in and make a successful hit before turning 
and circling back to complete the next run, but what ever way you tackle the 
mission, try to keep moving and avoid being a sitting target. Once the 
fighters and the carrier have been destroyed the mission is completed. 

Proceed to: Encountering Fierce Resistance or view Ending E (a good 
conclusion) 
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missiON two: eNCOUNteRiNC fieRce ResistaNce 

SHIP assiCNeP: eclipse 

You are now entering into some heavy battles, so be prepared for anything. 
At the start you see two Navy titans, both targeting the League fleet craft. As 
you approach the first one it won’t offer much defence against you as it’s 
concentrating on the League ships. This is your best opportunity to do as 
much damage as possible as well as disabling it to prevent it from pursuing 
the Leagues craft. Now fly over and attack and repeat the same procedure to 
the second Navy titan, but this time you come under heavier attack than you 
did before. Once this ship is crippled, fly back to the first one and destroy it, 
then head to the second one and destroy this to complete the mission. 

Proceed to: in Sight of Earth or view Ending E (a good conclusion) 

missioN tHRee: in siCHt of eaRtH 

SHIP assiCNeP: eclipse 

Against the Supertitan your EMP guns are ineffective, so it’s a case of doing 
attacking runs using your A.S lasers to bring the shields down. If you do the 
runs on the same side as the attacks from the Leagues dreadnoughts on the 
Supertitan, once the shields are down, not only will your attacks be more 
successful and do more damage, but the League vessels also help in the 
destruction of the ship. To get the best ending and finish the game you need 
to be successful in the mission. 

Proceed to: View Ending F (the best conclusion) or view Ending E (a good 
conclusion). 







coolBoaRpeRS 2 

In this guid© W6 bring you all the tips and tricks to help you become that 
radical snowboarder you’ve always wanted to be. 


S piN teCHNIQUeS 

These are done by holding down a direction button and U before and until 
you get in the air. The longer you can keep the D-Pad pressed before the 
lump, the quicker you perform that spin. You can also achieve better and 
faster horizontal and diagonal spins by holding the Square button down and 
the direction you are spinning. Also, when you get in the air you rieed to try 
a perform a Grab in order to make a Combo and increase your points. 


TRICK 

Frontside Spin 
Backside Spin 
Flip 

Back Flip 
Misty 

Backside Misty 


POINTS 
50 points 
50 + 30 points 
100 points 
100 points 
50 + 250 points 
50 + 280 points 


gRaB tecHNiQues 

Grab techniques are done at any time while in the air. The longer you 
manage to hold the Grab the more points you gain. When you do your jump, 
try to perform two grabs and convert it into a Combo. This vastly increases 
the amount of points you gain. 


TRICK NAME 

Lien Air 
Stalefish 
Shifty 
Method 
Mute Grab 
Indy Grab 
Shuffle 
Tail Grab 
Nose Grab 
Tweak 
Melancholy 
Stiffie 

Indy Nosebone 


MOVEMENT 

POINTS 

♦ +Ri 

100 +120 points 

♦ +R2 

120 +150 points 

Li 

70 + 70 points 

f+L2 

100 +120 points 

i + Ri 

120 +150 points 

i + Ri 

120 +150 points 

L1/L2 

120 +150 points 

4 ♦+R2 

145+Varies points 

♦ f+Ri 

150+Varies points 

^+Ri/Li 

170 + 225 points 

^+Ri/L2 

155 + 200 points 

f+R1/L2 

150+195 points 

♦ +R2/L2 

160+210 points 












comBOS 


You can combine a Spin technique and a Grab technique to perform a 
Combo. The best way to handle this is to first decide if you want to board 
Fakie or Regular. The advantage of Fakie is that it will gain you more points 
and there doesn’t seem to be any disadvantages to this. Timing is essential 
and once the spin has begun and you are in the air, Grab the board until you 
are ready to land. 


Halfpipe 

When you decide to tackle the Flalfpipe there are a few name changes. The 
Grabs remain the same, but the Spins have new names and movements. 
Frontside is the right hand side of the ramp and Backside is the left hand 
side of the ramp. When you perform a Twist trick where you press and hold 
the D-pad diagonal towards the edge, hold down the Square button and the 
D-pad in the direction you wish to Spin whilst in the air to perform an Alley- 
Oop Combo trick. 


TRICK 

Alley-Oop 

Spin 

johan Flip 
Back Flip 
Johan Twist 
McTwist 
Crippler 


MOVEMENT 
Towards Edge 
Towards Centre 


♦ 

\ or ^ 


fReestyle couRses 

If you attempt the snowboarding combined event you have to tackle the 
freestyle courses. Listed below is a description of the courses, what you 
need to avoid on them and what’s expected of you if you’re going to win. 


WHite ResoRt 

This is the first course you come across in the game. It’s a reasonably easy 
route that allows you to get used to the handling of the board you have 
chosen. It has five easy jumps, one sharp bend and a built up area to tackle. 

TRICK TO BEAT: FAKIE TO MISTY 720 SHUFFLE TO STALEFISH. 1024 POINTS 
Time to Beat: 1’ 35’ 880 
Total To Beat: 5996 points 









siJNset downhi ll 


This second course is a faster more gripping layout that gives you more run 
up to the jumps. This means that you can line yourself up better for the 
move you want to perform. It has five jumps and is generally a pretty smooth 

ride. 


TRICK TO BEAT: FAKIETO BACKSIDE 1620, STALEFISH TO SHIFTY. 858 POINTS 
Time to Beat: 1’ 44’ 520 
Total to Beat: 6238 points 


BeaR IN tHe woods 


This is one of the more toughest courses you face. Not because of any 
difficult jumps, although there are five, but the whole route is littered with 
trees. The branches are nothing to worry about, but the trunks themselves 
knock you flat. 


TRICKTO BEAT: FAKIETO MISTY 360 SHUFFLETO STALEFISH. 922 POINTS 
Time to Beat: i' 36* 151 
Total to Beat: 5371 points 


RailRoap trip 

Another reasonably easy course with some long straight runs up to the 
jumps. So again this gives you plenty of time to decide what trick you’re 
going to perform. This time there’s only four jumps as well as a railroad 
bridge to contend with. 

TRICKTO BEAT: FAKIETO MISTY 1440 SHIFTYTO METHOD. 1369 POINTS 
Time to Beat: 1’ 51’ 880 
Total to Beat: 7334 points 


take It easy 

This course is faster than any of the previous courses you’ve encountered so 
far. Watch out for the sheer drops on jumps four and five, make sure you’re 
lined up in the middle of the route before you take to the air. You also need 
to use all your turning abilities to get round the sharp turn halfway down the 
run. Keep the jumps simple to, because you won’t get the time to perform 
anything too extravagant 

TRICKTO BEAT: FAKIETO MISTY360 SHUFFLETO STALEFISH. 922 POINTS 
Time to Beat: 1* 05’ 000 
Total to Beat: 5000 points 
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pipeliNe caNVON 


This is quite a long course with a pipeline running through it. Go through the 
middle of the pipe that’s sticking out of the snow but don’t hesitate in the 
decision, otherwise it will prove a costly mistake. There are four jumps to 
handle and a cliff edge to avoid near the bottom of the course. 

TRICK TO BEAT: FAKIETO BACKSIDE MISTY. 540 SHUFFLE TO MUTE GRAB. 

854 POINTS 

Time to Beat: 2’ 10’ 480 

Total to Beat: 5148 points 


fReeziNG POINT 

This is without doubt the hardest course to tackle. Black ice, steep courses 
and some very tight corners are all things you need to deal with on your way 
down. When you hit the black ice, be careful as it makes a large difference to 
the handling of the board as well your speed. The other thing to be aware of 
is that the ice is found on the edge of the cliffs, so you run high risk of falling 
off. There are five jumps available and several tight turns. 

TRICK TO BEAT: FAKIETO MISTY 1440 TAIL GRAB SHUFFLE. 1140 POINTS. 
Time to Beat: 1’ 40’ 001 
Total to Beat: 6789 points 


WINDINC RIVeR 

A straight run which gives you three jumps and one tight corner to tackle. 
The main thing to be careful of is the house and the trees that are scattered 
about the course. This one should be easy for you to complete. 

TRICK TO BEAT: FAKIETO MISTY 720 LIEN AIR TO STALEFISH 995 POINTS 
Time to Beat: 1’ 46’ 000 
Total to Beat: 6875 points 


SNOW RUINS 


This is probably the longest run you encounter. To get through the ruins, try 
to stay to the right hand-side of the course. When you’ve cleared the ruins 
you need to avoid the large boulders that can’t be jumped over. There are 
four jumps on the course with the two biggest ones coming near the middle 
and the end respectively. These are the places to perform your more 
elaborate tricks. 

TRICKTO BEAT: FAKIETO BACKSIDE 1620, STALEFISH TO SHIFTY. 858 POINTS 
Time to Beat: 1’ 58’ 000 
Total to Beat: 5000 points 







Dive iNto tHe cave 


If you prove to be the top snowboarder that you’ve always wanted to be, and 
you’ve managed to reach the end of the nine courses, you are then given the 
opportunity to race in the hidden extra course. It’s a fairly short route, but 
boy, is it difficult. The aim is to race through a series of caves. As you go 
along the course, you need to rely good judgement when you reach the 
jumps and the small narrow you encounter. The cave splits into two on two 
separate occasions and results in you having to deal with five jumps before 
reaching the end of the course. 


TRICK TO BEAT: FAKIETO MISTY 1440TAILGRAB SHUFFLE. 1440 POINTS 
Time to Beat: o’ 58’ 000 
Total to Beat: 5000 points 


RaNkiNG 


whenever you try to perform a trick, upon landing you hear the 
commentator making a remark. These change depending on how successful 
you were in pulling off the move. Here’s a list of what he says and the points 
to get him to say it. 


Boo No trick is made 

Uncool Succeed the trick, but didn’t land it 

( 3 ood Successful but under 600 points 

Qpeat Managed to score between 601-700 points 

Excellent Managed to score between 701-800 points 

Unbelievable Managed to score between 801-900 points 

Fantastic Managed to score over 900 points (radical man!) 


CHaRacteRS 

You start the game with four basic characters that all have different 
attributes. Below is a summary of each of them, with their good and bad 
abilities. When you become a more experienced boarder and manage to 
complete tasks within the game, you’re offered the opportunity of choosing 
one of the bonus characters. 


This is probably one of the best people to start with. He doesn’t exceed at 
anything in particular, but is generally a good all-rounder. He has a good 
jump height and balance and good technique. His only down side is that his 
max speed is limited, although this can work to your advantage because it 
allows you more time to line yourself up for the jump. 







JIN 


This guy is pure speed. His ability lies in his speed, which is good for 
straight courses which have little obstacles to avoid. Because of this, his 
technique and balance let him down greatly thus making him a choice of the 
professional gamer. 


ciNPy 

Cindy is something like Yaggi, boasting good all round skills. She has an 
average jump and has reasonable technique, quickness, speed and power, 
but her balance lets her down. This makes, landing a difficult trick a little 
more harder to perform. Not bad, but only worth picking after a few 
attempts with Yaggi. 


IRIN 

Irin is probably the best female boarder to have and the one to pick first 
time around. The only thing she lacks is top speed, but this is more than 
made up in other attributes, such as technique and balance. A good choice if 
you want to try the Freestyle and Big Air competitions. 

BOSS (bonus CHaRactea) 

Out of all the players, the Boss has the best attributes. He’s basically good 
at everything, with no bad faults. When you can access him, definitely pick 
this guy to get all those points your chasing. 

paev (alieN bonus CHaRactea) 

He has trained well and is fairly good at most things, including balance and 
technique, but he lets himself down with his top speed and power. However, 
the circular board that he rides on can be brilliant at performing spins. Link 
these to some Grabs to help pull off a few Combos and you will soon see the 
points adding up. 


SNOwmaN (bonus cHaRactea) 

He’s back. Mr Frosty himself, who appeared in the original CoolBoarders, 
has returned for a second helping. As before, he has great speed and power, 
but no balance whatsoever. Not the number one choice to pick unless you 
fancy a tough challenge. 


lumps END StUNtS 

During your gaming sessions you come up against these courses, they are 
designed for you to perform jumps and tricks that award you points and 








determine your positioning for the following freestyle run. 


SNOWBOaRD paRk 

You can quite literally score anywhere on this course. You can manage tricks 
that scores you more than 300 points by performing stunts using the items 
and obstacles that lay scattered about the area. These include quarter 
pipes, cliffs and vehicles. Here is a guide to the marked jumps and some of 
the unmarked ones. 


jump One: 
jump Two: 
jump Three: 


The Cliffs: 
Drop One: 
Drop Two: 

Drop Three: 


Try a large Spin and Tail Grab or try an Indie Grab 2880 

Fakie to Misty 720 _ , . 

Quarter Pipe. You should be able to get at least three good 
jumps off the quarter pipes. Try for small Grabs, Spins and 
Mistys. 

There are three main cliff drops that fall in a stepping motion. 
Fakie to Misty, Indie Grab 

jump high to attempt two big Grabs and an Indie Nosebone 
to a Tweak 

Do a big Spin and two Grabs or a Lien Air to Tail Grab 1800 


While in the Board Park, avoid the jumps that land you on the barrels, trucks 
or cars. 


Half pipe 


The scoring system in the half pipe is made up from five categories. These 
are standard manoeuvres, amplitude, landing, rotation and technical merit. 
You get marked out often for each of these. The maximum score you can 
achieve is 50 points and the key to all of it is variety. Below we have broken 
the categories down to explain them a bit better. 

• Standard Manoeuvres: This grades your Grabs, but not your Spins. It also 
takes into account the number of Grabs performed and the difficulty level of 

the Grab. . . -r,. 4. 4.u i- 

• Amplitude: judges your jumping speed and height. The nearer to the lip 

you jump, the better the score. 

• Landing: This judges your landing skills. To achieve the best score, land 
parallel with the headings. You also lose a lot of points if you fall and crash. 

• Rotation: This awards you points for Spins that you manage to perform. To 
get more points, try doing a Grab as well. 

• Technical Merit: Combines the previous four categories and then takes into 
account the difficulty of all the moves together. You lose marks if you 
continue to attempt the same move repeatedly. 


Big aiR 


You get one chance at impressing the judges in this event. Here’s how the 






scoring is done. This is also known as the Ice Fang when doing your 
qualifying jumps in the competition. 

• Speed: Faster the better. Maximum score Is 25 points. 

• Spin: This is the total sum of Spins performed, both horizontal and vertical 

• Fakie: Be successful at performing any trick whilst riding a Fakie. Worth 40 
points. 

• Grab: The longer and faster the Grab, the better the points awarded. 
There’s no set limit, but you should be attempting at least 350 points per 
Grab. 

• Distance: This is straight forward. One metre, one point. 

• Landing: This score varies a great deal as it calculates the angle at the time 
of impact. 


stapium kickeR 

This is a standard ramp that is well suited for the easier jumps. These can be 
anything from Flips to Mistys or Grabs to Spins. The trick to beat is a Fakie to 
2700 Shuffle to Melancholy (worth 1253 points). 

ice faNC 

The Ice Fang is a jump that consists of a raised left hand side and is ideal for 
performing moves like. Misty jumps with a large rotation and some complex 
Grabs or Spins. The trick to try and beat is a Fakie to 3240 Melancholy to 
Stalefish. 


titaN’s toe 


This Is a long slope onto the quarter pipe ideal for moves like Shiftles and 
long Spins with a Grab or Spin for extra points. The trick to beat is a Fakie to 
Misty 2340 Shuffle. This is worth 1972 points. 
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meN IN Black 


Everyone’s seen the him, heard the music and bought the T-shirt. Now you 
can complete the game... 

^eNCRal tips aND tactics 

Men in Black is primarily an adventure-style game, so take that literally 
when playing and explore every corner of all the rooms you enter and try 
and interact with everything within. 

Always look at all the pictures and read any books or bits of paper you come 
across as they are there for a reason and are often subtle hints or clues. 

When a character talks in the game, especially during gameplay, they 
probably have something important to say regarding possible help or hints. 
It’s not often that it happens so keep an open mind and stay alert. 

When you have killed an enemy character in the game, check their body for 
vital objects that you may need to get through a puzzle further on m the 
game. They may also have other objects like health packs and ammo that 
are very important for your progress through the game. 

Ammo for your guns is like gold dust, so only resort to using it when you 
have no choice or if the guide says you should. Otherwise, using your hand- 
to-hand combat skills you learn while playing the first mission and using the 
gallery next to the Weapon Selection Station at MIB Headquarters. 

SHOOtiNC caLLeRV 

After completing agent j’s initiation mission, you can visit the MIB training 
ground where you can hone the skills that you rely on during the game. This 
includes four levels of shooting practice in which you come across many 
different cut-outs of characters some holding weapons some that are just 
innocent people that have been put In to sharpen your senses. This section 
of your training also gives you the chance to test out different weapons that 
you can pick up from the Armoury outside. Floating disks must be navigated 
by paying close attention and jumping to reach the exit. Finally, you must 
fight an alien enemy to practice your hand-to-hand combat skills that will be 
used to save you more times than you’re going to care to remember. 

miSSION BRiefiNC 


When you’ve completed the training section and you are happy with the 









character controls, you can pay your first visit to the Mission Briefing room 
where you’re given your orders for the first mission. This is where you come 
to receive orders for all three of the following missions after James Edwards’ 
initiation. You’re given the chance to choose which Agent you want to use. 

miSSION ONe: INitiatlON 


Walk down the hallway and enter the first room on the left, then go left into 
the next room and fight the New York hard man there. When you’ve beaten 
him up, walk up to the red flashing light and hit the action button. You see a 
bomb with a screen attached showing red bars going round in a spiral, 
lighting up intermittently. There is also a single wire sticking out at the top. 
Move your cursor over the wire and press the Action Button when the thick 
red bar is lit to disarm the bomb and stop you from being blown away. When 
you’ve done that, return to the first room and attack the bad guy who’s now 
there. Check the bookcase to see a selection of weird books then check the 
other side of the room to see the different sculptures, you find one missing. 
Go through to the room on the right then run up to the next enemy and fight 
him before he can shoot you. Check his body and pick up the ammo then 
pick up the small medical pack and walk over to the window and press the 
action button to make your way onto the fire escape. 

Climb down one floor on the fire escape and pick up the small medical pack 
from the floor. Use one of the medical packs you have in your inventory then 
stand on the edge by the broken barrier and jump down into the dumpster. 
Shoot both of the guys down there as quickly as possible then kick the front 
panel of the bin so you can get out. Start walking along the alley towards the 
other end and beat up the bad guy there then keep going as far as you can 
and defeat the man in blue. When he is dead, beat up the man in red then 
kick down the centre panel of the fence and walk through for another fight. 
When you’ve beaten him up, walk down to the end and jump up onto the 
first create in the bottom corner of the screen. Negotiate your way up the 
boxes so you can reach the ladder leading to the rooftops. Use a medical 
pack here to top up your health bar, you’re going to need it all for the next 
section. 

When you reach the roof, run towards the gun-wielding bad guy at the top of 
the screen and kick him from the left side to send him over the edge of the 
roof, leaving only one guy to fight. When you have beaten him up, check his 
body to find some ammo then pick up the small medical pack. Now run 
towards the gap at the top of the roof where the first enemy was and jump 
to the next building to come up against more bad guys. Use your gun to 
blast holes in both enemies, one to your left and one on the other side of the 
building. When both of them have been dispatched, jump off the top edge of 
the rooftop to the next roof. You now find the alien you have been chasing; 
this is the final showdown! Use your gun to open fire then when he is close 
enough, swing a few punches and kicks so that he moves back. Because he 




is most powerful from a distance, you really need to rush in and attack him 
at close quarters until he’s dead. Search his body to discover the missing 
article then sit back and watch as Agent K enters the scene to take you to 
MIB Headquarters. Your days as a cop are over. 

missioN ONe: aRCtic weatHeR statioN 

After attending the briefing for this mission, pick up a shiny gun of your 
choice then head to the transport area to be flown out to the Arctic. You 
know that communications are down and the cause is unknown. It s up to 
you to make contact and find out exactly what's going on out there. Fronn the 
helicopter pad, walk up the path to the door at the top of the screen. Walk 
through and into the relative warmth of the first building then walk up to the 
drinks machine and slip a quarter in. No goodies? Give it a kick and collect 
the medical pack that comes out. Now walk over to the other side of the 
room and explore the desk. You see some papers and a security system that 
is currently out of order; bear it in mind for later on in the mission. Now go 
through the door next to the drinks machine and open the safe under the 
computer and collect the flare. Next, turn around and listen to the tape in 

the corner ofthe room then look at all the pictures in the room before 

heading back into the first room and then out of the metal door on the left. 

Walk down the path until you reach the building opposite and enter, it looks 
like a dog kennel. Pick up the key card on the floor, this opens the locked 
doors around the site. Now walk left up the path and use your key card to 
enter the next building. Look at the magazine on the sofa then enter the 
door opposite. Pick up the ice axe and the medical kit from the floor next to 
the first row of bunks then walk down to the end of the room and check out 
the love letter on the desk for some subtle clues to the situation at the 
Weather Station. Walk back and exit the sleeping quarters and take the door 
at the end of the hall next to the lamp. Walk to the end of the kitchen by the 
fridge and turn around to fight the confused and agitated man that attacks. 
Looks like there was no way of talking him round. When he is on the floor, 
look at the reminder on the fridge, could that be some sort of power 
generator? Open the hatch in the floor by the fridge leading to a lower level 
and go down. Turn around and flick the light switch, then use your ice axe to 
chop a bit of meat off the carcass and put it in your inventory. 

From here, walk up the snowy steps and along the path to the next building, 
making sure you attack the man there and collect the ammo he's carrying. 
Enter the building and flick the switch twice to turn the reserve power on. 
You're now able to use the computer and the security system to help you. 
Back-track to the kitchen and exit back to the hallway. Walk between the two 
brown doors and enter the third door leading to the locker room and 
bathroom. Walk past the lockers and check the wall cabinet to find a medical 
pack then return to the lockers and open the one on the left to find a 
computer disk. You’d better keep hold of that as it may come in useful. When 




you’ve done that, exit back to the hall and then leave the building. Now 
follow the path back past the dog kennels and down to the right, you come 
to two buildings on either side of you. Take the nearest door on the left of 
the screen. 

Walk over to the bowl at the bottom of the screen and drop the lump of meat 
into it. The dog at the other side walks over and begins eating it. Pick up the 
medical pack and ammo the dog was previously lying on then turn around 
and use the Morse code machine by pressing the action button over the 
knob. This sends a distress message out so they can send a helicopter in to 
collect you. Now exit the communications building and enter the opposite 
building by swiping you key card and giving the door a helpful kick to open 
it. Go through and pick up the medical pack on the floor next to the beds; it 
looks like this is the Weather Stations medical room. Walk up the screen and 
fight the deranged doctor, then once he has been defeated pick up the 
medical iniector. Use it on your agent to protect him from the strange illness 
that’s affecting all the other people around here then pick up the blood vial 
from the floor before turning to the blood stained bed behind you and 
reading the notebook for more information. 

Exit the medical room and walk back along the path to where the paths 
cross by the dog kennel where you’re attacked by an alien. Kill it then return 
to the first building where the security system and computer is located. First 
of all go back to where the tape recorder is and the open safe then use the 
computer above it. it has got power now, but it’s asking for a systems disk - 
use the disk from your inventory. Now go back the first room where the 
security system is and look at Channel Three. It looks like there’s another 
path near the power generator - you’d better go and take a look. Exit the 
building and walk up the path and take a left to enter the building on the 
left. Enter the kitchen and use the hatch to drop down to the lower level then 
take the steps that lead to the power generator. Walk right though this time 
and stand over the ice; it soon breaks and leads you straight into the 
labyrinth of tunnels under the Weather Station. 

When you enter the tunnels, walk to the end and go around the first corner. 
Now walk through the portal at the end and fight the small alien on the 
other side. Walk on and around the next corner to fight the big fat alien to 
discover a medical kit, now walk through the next portal straight ahead of 
you, not the one on the right. Fight the next small flying alien until it 
explodes then follow the tunnels around the next couple of corners until you 
reach another portal with a short alien stood by it. Defeat the alien then go 
through the portal. In the next room, kill all three of the flying aliens then 
look at all the capsules until you come across one that’s holding what looks 
like an MIB Agent. Now walk up to the first portal on the left to find that you 
can’t go through it. Use your flare while standing in-front of the portal to 
open it, then enter. 

Fight the flying alien on the other side then pick up the ammo and medical 



pack from the floor at the bottom of the screen. Now walk up to the top of 
the screen and note the transporter device there; bear this m mind because 
that’s what you’re using when the mission is accomplished. Go left now an 
fight vet another alien. When it is dead, walk through the next portal to 
reach the alien control centre where there are four doors. Kill the flying alien 
before you entering the furthest door on the left. 


As soon as you enter, get your standard side arm out and shoot the big 
alien When it is dead, search its body to discover a red key. You can now 
hear an alarm sounding. This isn’t good, because it’s a self destruct program 
activated by the alien you’ve just killed. Quickly exit through the portal and 
enter the next portal on the left. Shoot the fat alien and pick up the blue key 
from its body then pick up the container and the medical pack from the floor. 
Now exit and go into the door next to the one you’ve just come from (third 
on the left). Ignore the alien that turns away from the keyboard and run up 
and press the action key to have a look for yourself. Move your cursor to the 
circle at the top of the screen and press the action button so it flashes blue. 
Now exit the room quickly and use the door on the right. Ignore the ninja 
alien that attacks as you haven’t got enough time to mess around. Walk 
down to the transporter pad and activate it to be taken away from the 
spaceship before it explodes. Well done, mission accomplished! 


missioN two: tHe amazoN 

Walk up the jetty and make your way to the second guard by the door on the 
right-hand side of the screen. When he has searched you and moved to the 
side open the door and walk out onto the main street. Go to the left side 
and enter the first door which leads to the bar. Beat up the grumpy barman 
and his friend then pick up the nearby ammo from the floor. Now walk up the 
stairs near the door and beat up the man who’s up there, now pick up the 
medical pack and open the furthest green door on the left of the screen. Talk 
to Francisco and listen to what he has to say, when he has done his bit, exit 
the building and walk to the top right hand corner of the street and enter the 
medical building. From the first room take the next door and beat up the 
man in there, search his body to get the credit card then pick up the medical 
pack and exit back to the jetty at the start of the level. Talk to the drunken 
man then walk behind him and use the credit card on the ticket machine. 
When you have got a ticket, return to the bar and give it to Francisco then 
listen carefully to what he has to say. 

Return to the entrance of the medical building and run up the alley on the 
right-hand side. At the bottom, open the secret door on the right and shoot 
the armed guard before he sees you. When the area is clear, pick up the 
medical kit from his dead body then run up the stairs that iead to the 
entrance of the buiiding, but instead of trying to enter the door keep running 
left and jump to the balcony on the far left of the screen. Now climb up the 
ladder leading to the roof. Beat up the guard there and pick up the medical 




pack as well as the key. Now enter the building by opening the hatch on the 
left side of the rooftop and jump down. Search every work surface in the 
room and read everything you come across. At the top of the room you find 
the mine key - pick it up and exit through the door opposite. Walk back onto 
the main street and enter the church building at the very top of the screen 
and walk up to the man by the coffin. Give him the Amulet you received in 
the mission briefing at the start of the level then listen to what he has to say. 
When he has finished and vanished through the roof, pick up the gun on the 
floor and exit once more onto the main street. 

From your location at the church, take a left down the long path that leads 
eventually to the mine. Kill the three bad guys then keep running while 
trying to avoid the search lights. When you reach the end, open the door and 
head across the bridge on the other side. When you enter the mine a man 
comes running out screaming. Don’t kill him, as you need to save your 
strength for the big bad alien that comes out after him. He’s not too hard to 
beat up, so don’t bother wasting ammo on it. Search its body when you have 
finished to receive the Face Relief then run up the tunnel it came out from to 
kill the floating alien. Now search the body on the floor for another pick-up, 
the Figure relief. When you’ve got it, exit back to the previous screen and 
follow the centre tunnel. Run up and kill the alien there and when it’s dead 
pick up the ammo from its body before killing the floating alien that attacks. 
Now go back to the previous screen once more and take the last tunnel on 
the right. Start running up the tunnel and defeat the floating alien, then 
when you reach the end you’re confronted with deep chasm that has floating 
rocks moving across the gap. Stand at the top of the screen on the very edge 
of the cliff and shoot the attacking alien on the other side until it’s dead. 

Now you can take your time jumping across the floating rocks to the other 
side of the screen, be very careful and remember your training back at MIB 
Headquarters or you’re back at the last save point before you know it. 

When you’ve made it across this tricky section of the game, pick up the 
Panther Relief then run past the next floating alien through the door in the 
background and onto the next screen. Look at the puzzle in front of you to 
help you picture the solution, look at it as if it were a clock face. Place the 
Face Relief in the centre and then walk on the surrounding stones from the 
upper left hand corner stone clock-wise to the three o’clock stone. You know 
when you’ve done it right because the portal in the background moves to 
show a silver circle on it. Now place the Panther Relief in the centre when the 
stones have reset, and walk from the upper right hand cornerstone 
clockwise slowly until the portal in the back ground moves once more. Now 
place your final Relief in the centre and walk clockwise again around the 
outer stones from the nine o’clock position. Keep slowly walking around 
until the portal moves once more allowing you to walk through into the next 
section of the game. When you walkthrough, ignore the two Floating Aliens 
and run towards the large alien in the background. Kill him with your fists if 
you can, then when it’s out of the way attend to the two remaining Floaters 
before picking up the two medical packs and the MiB ammo. 



When you’ve got all of the collectibles, run down the two flights of stairs to 
check out the puzzle you do a bit later on; don’t step on the centre stone, 
though, or it’s ‘game over’. Now turn and start walking back up the stairs 
then get out your gun and aim it at the top. Move your aim around a bit and 
you notice a target is lit up. Let off some of your ammo and you see it’s an 
invisible alien coming towards you. Keep shooting it periodically so you 
know where It is, then when It gets close change you attack to fighting. 

When it’s dead, run to the middle section of the stairs and a secret door 
opens on the right. Go through and kill the next large alien there. If you run 
up to it and keep constantly attacking, you find it can’t get a single hit on 
you before it dies. Search its body and you discover an Idol and some MIB 
ammo; you also find a medical pack on the floor near the body. Now walk to 
the table and search it to see the Almanac artefacts close up, click the icon 
in the middle to add the Idol that you’ve just picked up. Now return to the 
stairs and run back down to the puzzle room at the bottom. Pick up all of the 
coloured Idols from against the far wall and firstly place the white Idol in the 
bottom circle which is nearest door. When you’ve done that place the rest of 
the Idols in this clock-wise order: blue (left), red (top left), black (top right), 
then finally green on the far-right side of the puzzle. Once they’re all In place, 
step on the centre circle; if you’ve done it right, you’re lowered to the final 
screen of this mission. The fight against the huge bug alien gets underway 
while you’re still on the lift so shoot the alien with everything you’ve got. 
When you reach the bottom of the lift ride storm up to it and continue to 
attack It until it’s dead. 

missioN tHRee: fkaLes’ islaNO 

When you arrive at the shoreline, kill the guard by the staircase before he 
gets a chance to shoot you with his gun. Now read the paper that’s on the 
desk and digest the Information before pressing the white button to activate 
the lift in the top right hand corner of the screen. When you reach the next 
screen above, kill the guard before he can shoot you. Search his body to 
discover a medical pack then press the button on the left to activate the same 
lift on the right of the screen. When you reach the next screen repeat the 
process once more. The guard has nothing on him that is worth picking up, so 
go up the lift once more to the highest level. Beat up the guard when you 
reach the top, then run along the bridge to fight a really big bad alien, he 
takes a while to beat but doesn’t really warrant wasting your MIB ammo on. 
When it is clear, walk up the screen and use the centre door at the end then 
take either staircase to take you down to the puzzle room at the bottom. 

To complete this puzzle you need to align the three mirrors hanging from the 
ceiling. You do this by stepping on the middle of the four floor tiles that are 
surrounding the white switch in the middle of the room. Firstly step on the 
bottom right square, then the top left, bottom left, then finally the top right 
one. Now activate the button in the middle of the room and a beam travels 





all the way around the room. The head statue moves away revealing a secret 
staircase allowing you to a lower section. Kill all the aliens in the white 
corridor and search their bodies for items, now exit the corridor at the end 
and you find yourself in a huge open plan room. Take the path leading to the 
round platform on the left hand side of the screen and kill the two aliens 
there. Pick up the ammo, medical pack and the red key from their bodies 
then run back to the next round platform on the right. 

Kill the alien working on the control desk first as you’re able to pick him off 
from a distance with your gun. Now kill the next alien that appears on the 
screen and run onto the final round platform on the far right hand corner of 
the screen. Kill the little alien with your gun and then run up to the big alien 
and pummel him using quick kick and punch combinations, check its body 
and you find some MIB ammo, you’re going to need it later on. When it is all 
clear, use the red key you picked up earlier on either the left or right hand 
side of the door located at the top of the screen; it opens allowing you 
entrance. Shoot the Floating alien then pick up the MIB ammo, now turn 
around and activate the locking mechanism on the right-hand side of the 
screen at the back, be sure to only press it once so the blue light appears. 
Now run to the other end of the corridor killing the Floating Aliens with your 
gun along the way. Activate the mechanism on the left of the screen here 
again so only the blue light is lit, so you now have both blue arrow lights lit. 
Now you can open the stone door and go through to the next section. Shoot 
both of the guards on this screen, they only take two bullets each to kill so 
don’t waste any more than that. When they’re both dead, search their bodies 
and activate the locking mechanism by the door you just entered. Again 
make sure the blue arrows are lit then run to the other end and do the same. 
When that’s completed you can exit to the final section of corridor. Kill the 
guard there and pick up the ammo and the medical pack that are on the 
floor, then run onto the next screen for a fight with another angry alien. 

Don’t bother shooting the alien on the control desk, just run up to it and 
attack it. When it’s dead, search its body for some MIB ammo then start to 
make your way down the corridor on the right of the screen. Shoot either the 
left or right laser poles at the top of the stairs twice to deactivate them. Do 
the same on the rest of the lasers going down the stairs until you reach the 
room at the bottom. Kill the weird-looking man there (using only your 
fighting skills) then get ready to start shooting the huge alien he turns into. 
The best way to defeat the bug is to run up and get a few hits in then back 
off. it automatically starts walking towards you so you can simply repeat the 
process until it’s dead. When you’ve done that (which takes a while), make 
your way towards the ladder in the top right hand corner of the room. When 
you try and climb it a hole in the floor appears and you fall down onto the 
final screen of the game. Frales appears in his huge robot suit, after your 
little chat he immediately attacks so be ready. As soon as the action begins, 
use up the rest of the ammo you’ve got to get his energy down as low as 
possible, then use your stun device to allow you to get some free hits. Don’t 
forget you’ve got two of these, so use them both to aid his demise. 




Pitfall ^D: BeVOND tHe TUN^Le 

This complete player’s guide to Pitfall 3D; Beyond the lungle helps you 
overcome the obstacles and perils that you encounter as you journey 
through another dimension in a desperate attempt to free the Moku 
civilisation from the evil temptress. 


l evel ONe - tne appRoacH 

Objective: Locate the entrance to The City Of Shenrak 

From the starting position, move towards the screen then to the right. 
Carefully jump over the gap to collect an extra life and health crystals, then 
return to the start area. Follow the line crystals to the first marker then 
continue forward and jump over the log to reach the second marker. Kill the 
Darter that appears near this location by hitting it with the pickaxe just 
before it reaches Flarry, then continue forward to where you encounter 
another Darter. Follow the path and jump over the second rolling log then 
use the health station if required before collecting the Moku symbol that s 
floating over the next marker. 

Stand on the jump tile and jump over to the nearby platform then jump on 
the next platform and wait until a moving platform appears towards the 
screen, jump on this new platform and follow the other platforms that 
appear to reach a ledge with an extra life and health crystals. Return to the 
original set of platforms and jump across to the right to reach the next 
ledge Stand on the next jump tile, then jump across and grab the vine when 
it swings into view, jump off onto the next platform then collect the Moku 
symbol on the marker. 

Stand on the nearby jump tile then jump across to the right and grab hold of 
the next vine. Whilst swinging, change the direction then jump off onto the 
next ledge in the background. After collecting the Moku symbol from the 
marker, run over the hole while it is closed to reach the next jump tile. Swing 
across the series of vines and jump across onto the next ledge and the extra 
life. Continue along the path and collect the Moku symbol from the marker. 

Walk past the rocks to the right of the marker and along the path to find a 
hidden trail. Follow the trail past the rolling log then jump over the hole 
before killing the Scorpion and then collecting the extra life and health 
crystals. Now return to the previous marker and follow the path north. Kill 
the next Darter then continue along the path to the health station. Use the 
station if required then head along the ledge and over the two sets of rolling 
logs while avoiding the Darter that you encounter. Destroy the second 
Darter before entering the exit to complete the level. 









Level two - tHe city of SHeNRak 

Objective: Collect the four Orb Keys to access the underground caverns 

Collect the weapon power-up at the start of this level then run past the first 
maker and along the path of missiles to the two barrels. Smash both barrels 
open to expose and collect the health crystal and extra life from inside then 
walk over to the other side of the path and through the glowing doorway. 
Inside the secret room, you find health crystals, two weapon power-ups and 
a Papwa Ipo. It is possible to collect all the items without interfering with the 
Papwa Ipo, but if you want to kill him for the extra points, simply attack him 
twice. Head back through the doorway and carefully make your way past the 
remaining missiles to the first Orb Key. 

As soon as you collect the Orb Key, it’s automatically be placed in one for the 
four holes that surround the locked exit, directly in front of you. It is only 
when all four Orb Keys have been replaced that the exit becomes accessible. 

From the locked exit, follow the path to the left and kill the Darter then 
collect the health crystal above the marker. Step onto the floating platform 
and ride it up to the platform above. Once on the walkway, collect the Moku 
symbol from the marker then walk to the end and kill the two Scorpions 
waiting there. Ignore the marker that is pointing to the left and walk right to 
the edge of the walkway. Now perform a diagonal jump across the gap to the 
hidden ledge, jump across the next ledge and destroy the Papwa Ipo before 
collecting the gold bar and extra life. Return to the previous marker and wait 
for the platform to arrive, use the platforms to make your way across to the 
next walkway. 

Kill the two Papwa Ipos who are waiting for you, then move to the left and 
use the platforms to reach the health station below. Use the station then 
collect the health crystals and the Moku symbol before entering the partially 
blocked path to the north by jumping over the wall. Continue north while 
avoiding the missiles to reach the gold bar at the end. Return back along the 
path and jump over the wall then head left past the set of missiles and 
quickly destroy the Scorpion. Quickly run across the bridge arid destroying 
the turret before it can cause any damage then left whilst avoiding the 
falling boulders and the traps. Collect the extra life then walk across the next 
bridge and collect the Moku symbol from above the marker. 

Use the bridge to the right of the marker to use the health station if required 
then return to the marker and continue north. Carefully make your way past 
the fires and falling boulders then head across the next bridge. Destroy the 
Papwa Ipo, then grab the weapon power-up before continuing across the 
bridge to the right where you find another weapon power-up and a gold bar. 
Return to the previous ledge then carefully jump across the fire pit and 
along the bridge to the north. Continue past the health station and the 




moving boulders to the second Orb Key. Once you’ve collected the key, 
destroy the Papwa Ipo, then use the save point at the next marker. 


Move forward to encounter a group of Darters and more falling boulders. 

Take the power-up and run ahead to the jump point. Grab the vine that 
appears and swing to the next ledge. Run past the falling rocks and cross 
the bridge to return to the city. Move to the left to collect an extra life hidden 
behind the rock at the end of the wall. Then, move to the right and kill the 
Papwa Ipo. Continue in that direction, jump over the fire, and take out 
another Papwa ipo. Run to the right and collect the Moku symbol from the 
marker. 

Step onto the platform when it appears and use the following platforms to 
reach the extra life then continue to the next ledge. Quickly step off the 
glowing platform when it reaches the ledge, as it soon disappears. Collect 
the next Moku marker from above the marker then step onto the platform 
that takes you back to ground level. Now continue to the right and past the 
next marker to return back to the centre of the city. 

Head north and collect the Moku symbol from the marker then continue 
north and kill the Scorpions that are waiting for you. Carefully head past the 
missiles and collect the extra life then use the floating platform to reach the 
ledge and the next Moku symbol. Use the health station then run between 
the rotating blades to reach the marker at the south end of the ledge. Walk 
to the right, pass the next marker then carefully slip past the next set of 
rotating blades. Head across the bridge to the south of the next marker, 
avoid the rotating blades at this location and head south to the end of the 
ledge to find a gold bar. Now slip back past the blades to reach the 
platforms that lead to the left. You need to run across these platforms as 
they fall away soon after you have stepped on them. Continue pass the 
marker and the rotating blades on this ledge then run over to the grey 
walkway to the left, jump over the gap to reach the next ledge then run 
north past the blades and take the Moku symbol from the next marker. 

Deal with the Scorpion then enter the glowing doorway to the north of the 
marker. Kill the Scorpions before collecting the gold bar and returning 
through the doorway to the previous marker. Follow the path to the left and 
step onto the platform, use the platforms to reach the next narrow ledge 
then duck under and move past the rotating blades. Step on the platform 
that appears just to the south of the blades to reach the next ledge. Take the 
gold bar located on the north side of the blades, then step on the platform 
that appears to the south. Use the next series of platforms to reach the next 
ledge. Kill the Darter, then move south to find the third Orb Key. Use the 
health station if required, then continue forward to find the save point next 
to the marker. Now use the platforms to the right of the marker to return to 
ground level then collect the Moku symbol from the marker. 

Walk south to return to the centre of the city then run to the right of the 



locked level exit and grab the Moku symbol from the marker. Continue 
moving in that direction and quickly destroy the gun turret before entering 
the glowing doorway to the north of the turret. Inside the secret room, 
collect the crystals and weapon power-up then jump over the blades to 
reach the other side of the room where there’s a gold bar hidden in one of 
the barrels. Return back through the doorway and follow the narrow ledge to 
the right. Run towards the missiles being shot from the north to find a 
weapon power-up before returning to the main ledge and following it south 
to the next marker. 

Head through the glowing doorway to the left of the marker and kill the 
Papwa Ipo inside the room then continue through the doorway on the 
opposite side and defeat two Papwa Ipos on the ledge. Enter the glowing 
doorway on the wall and destroy the Scorpions then smash the barrels to 
expose an extra life. Exit the room through the glowing doorway to the right 
then collect the gold bar before returning to the previous marker. Follow the 
path to the right of the marker and carefully make your way past the 
missiles. Use the health station on the north side of the next open area, then 
proceed to the right. Run past the final pair of missiles then cross the bridge 
and collect the Moku symbol from the marker. 

Continue forward along the path and disable the gun turret then continue 
across the next bridge and kill the Darter. Stand on the jump tile and use the 
vine to swing across to the next ledge. Head north past the next marker to 
find another Darter and a large hole. Collect the extra life from the end of the 
ledge, then cross the bridge to the south of the marker. Eliminate the group 
of Darters, then run past the holes to the south of the ledge before 
collecting the Moku symbol from the marker. Use the health station to the 
south of this location, then cross the bridge the right. Defeat the Scorpion 
and Darter, then cross the next bridge. Collect the fourth and final Orb Key 
from the right side of this ledge, this makes the level accessible. Continue 
across the bridge to the south of the ledge and use the save point next to 
the marker. 

Kill the Darter the head across the bridge to the left. Continue moving to the 
left and kill the next group of Darters then run past the fire pit and destroy 
the gun turret. Walk to the north and take the Moku symbol from the marker 
then use the health station if required then kill the Papwa Ipo at the end of 
the ledge. Stand on the jump tile and ride the vine back into the city. 
Continue pass the next marker and collect the weapon power-up from the 
nearby barrel then follow the narrow ledge and defeat the Papwa Ipo and 
Darter. 

Collect the Moku symbol from the next marker then follow the ledge to the 
left of the marker to find another weapon power-up. Return to the marker 
and step on the platform that appears to the south. Use the platforms to 
reach the small ledge then step past the marker and stand on the jump tile, 
jump across to the next platform then return to the starting location for this 



level. Run forward past the missiles to reach the centre of the city and the 
level exit. 


Level tHRee - UNoeRCROUND caveRNS 

Objective: Activate five Lucense extractors to restore power the city 


Break open the crystal formation at the centre of the starting location to 
uncover a health crystal. Break open similar formations when they appear 
throughout the level to expose more items. Follow the path to the left and 
stand on the jump tile. Note the cracked appearance of the nearby platform. 
This type of platform breaks apart shortly after standing on it, always rnake 
sure that you are able to quickly jump across to another platform or ledge. 
Use the platforms to reach the next ledge then move past the steam vents. 
Kill the Demon Bat that appears then follow the narrow ledge to the south of 
this location. Walk to the left to find a jump tile and use it to reach the vine 
and the next ledge. Destroy the next Demon Bat, then collect the Moku 
symbol from the marker. 


Stand on the jump tile and grab the vine then change the swing direction to 
reach the ledge to the north. Once on the ledge, continue forward to the 
blue Lucense. Float over the Lucense pool and collect the health crystal, 
then head across the bridge to the next ledge and float over the Lucense 
pools. Continue to the right and carefully float past the steam vent before 
collecting the Moku symbol from the marker. Float forward and along the 
narrow ledge then move past the hole and collect the weapon power-up 
from the corner of the ledge. Float to the right and carefully move past the 
trap, then float along the ledge as it narrows. Deal with the Scorpion, then 
stand on the jump tile and use the series of vines to reach the next ledge. 
Remember to collect the Moku symbol from the marker. 


Destroy the Scorpion, then break open the crystal formations to create a 
path to the north. Collect the gold bar, then continue forward as the path 
joins up with the bridge. Continue moving to the right to reach a three-way 
intersection then follow the path to the right to the health station. Return to 
the intersection and walk north. Remove the Earth Soldier then continue 
heading north and stand on the jump tile. Use the platform to reach the next 
ledge then collect the extra life to the left of the Lucense extractor, jump up 
and hook the pickaxe on the ring mounted to the right of the extractor to 
create an energy bridge. Use the bridge to get across to the next ledge then 
use the health station if required before collecting the Moku symbol from 
the marker. 

Stand on the jump tile and jump to the ledge with the extra life. Now jump 
up into the air and use the rings to move to the left, jump off the final ring to 
reach the platform then jump over to the nearby ledge. Follow the narrow 
ledge as It leads to the south and to the left. Collect the Moku symbol from 






the marker before standing on the jump tile and hooking the ring. Flip over 
to the next ring, then climb up onto the top of the platform, jump up to grab 
the next ring and use the rings that follow to reach the next platform. Kill the 
Scorpion, then jump to the nearby ledge and kill the Demon Bat that appear 
before walking to the right and past the steam vent, jump over the barrier to 
find more health crystals and a weapon power-up then jump back over the 
barrier and continue north over the bridge. Now head to the left and collect 
the Moku symbol from the marker. 

Walk to the right and wait until the platform moves into position the jump 
onto the platform and use the following platforms to reach then next ledge. 
Quickly run across the cracked platform to reach the moving platform and 
ride it down to reach the ledge below. Collect the gold bar from the south 
end of the ledge, then return to the previous marker. Now stand on the jump 
tile and jump up to grab the ring above. Wait for the next ring to drop just 
slightly below the ring that you are hanging from before jumping across. 

Ride the ring briefly as it lowers then jump to the next ring when both of 
them are at the same height. Flip over to the spinning ring, then catch the 
next spinning ring directly above. To collect the gold bar, flip off this spinning 
ring in a diagonal direction, to the left and up. You can grab the bar before 
catching the next ring. Continue flipping from ring to ring until you reach the 
next platform, then climb up and collect the Moku symbol. 

jump to the ring positioned over the next platform and collect the extra life 
then use the next series of rings to reach the following platform, jump from 
platform to platform to reach the nearby ledge then collect the Moku symbol 
from the marker. Continue forward past the steam vents then destroy the 
Earth Soldier that you encounter. You now reach an intersection with two 
bridges. Walk across the bridge to the left and collect the extra life to the left 
of the Lucense extractor. Return to the intersection then head across the 
bridge to the south. Hook onto the ring to activate the extractor, then use 
the save point before crossing the energy bridge to the next ledge. 

Walk forward along the ledge and pause at the bridge before continuing 
south and standing on the jump tile. Use the series of ledges to reach the 
gold bar then return to the bridge and walk across over to the other side. 
Break the crystal open and collect the weapon power-up then head south 
and collect the Moku symbol from the marker. 

Wait for the collapsible sections expand, then quickly run across them. 
Continue across the next pair of collapsible ledges by running to the centre, 
then when the first section expands, jump over the gap. Kill the Demon Bat, 
then move forward to the jump tile, jump onto on the collapsible ledges to 
reach the next area. Kill the Scorpion, and grab the Moku symbol from the 
marker then head north from the marker and position yourself next to the 
cliff to the left with the cave wall directly to the north. Now use a running 
jump to the left and leap to land on the platform. Collect the gold bar from 
the nearby ledge, then return to the previous marker. 



Walk across the bridge and destroy the Demon Bat then stand on the jump 
tile and jump across the next series of collapsible ledges. Move forward and 
collect the Moku symbol from the marker. Use the health station to the 
south if required, then use the collapsible ledges and cracked platforms to 
the right of the marker to reach the next area. Kill the Scorpions and take the 
extra life that is floating over the steam vent, then collect the weapon power- 
up in the upper right corner before location the jump tile to the south, jump 
onto the broken platforms to reach the next ledge. There is a jump tile with 
two barriers at the south end of this ledge. Position yourself facing directly 
south between the two barriers then use a running jump to land on the 
hidden platform. Collect the gold bar then return to the previous ledge. 

Stand on the jump tile and jump over to the platform then use the platforms 
that follow to reach the next ledge and collect the Moku symbol from the 
marker. 

Walk forward along the ledge and jump to the platforms from the jump tile 
then jump to the next ledge and destroy the Earth Soldier. Walk to the south 
and smash one of the crystal formations next to the extractor to expose an 
extra life. Return to the intersection and walk to the right. Break open the 
next crystal formation to find a weapon power-up. Now hook the ring to turn 
the extractor on. Return to the intersection and walk over the energy bridge 
to the north then stand on the jump tile and jump over to the nearby 
platform, jump up and use hook that appear then jump across to the right to 
land on the next ledge. Continue forward to reach the intersection and the 
save point. 

Use the health station, then follow the path to the right and continue past 
the nearby marker. Stand on the jump tile and use the hook that appear, use 
it to ride down to ground level then collect the Moku symbol from the 
marker. 

Float over the Lucense pools and past steam vents then collect the extra life 
before passing the next marker and continuing south. Float over the next 
Lucense pool and run over the hole to the intersection. Carefully float over 
the narrow ledge to the south and collect a gold bar that s positioned over a 
steam vent then return to the intersection and float across to the right to 
collect the Moku symbol from the marker. Destroy the Scorpions in the next 
area then grab the extra life from the lower right corner and weapon power- 
up from the middle area. Follow the path as it continues at the upper left of 
this area. Walk along the path as it passes through Lucense and areas with 
holes to the next marker and Moku symbol. 

Float north and kill the Earth Solider in the open area then follow the narrow 
path to the north of the extractor to reach the extra life and gold bar. Return 
to the extractor and hook the ring just to the right, this activates the 
extractor and create an energy bridge leading to the level exit. Head south 
and stand on the jump tile then jump up and grab the ring. Climb onto the 
platform then use the series of rings to flip across to the ledge on the left. 



Continue south and then to the left to return to the intersection then follow 
the path south and collect the Moku symbol from above the marker. 

Walk right and use the series of platforms to reach the next ledge then head 
south and destroy the group of Earth Soldiers waiting for you. Continue 
south and use the ring to activate the final Lucense extractor, creating the 
final section of the energy bridge that leads to the exit. Walk across the 
bridge and follow the path to a series of moving platforms. Begin crossing 
the platforms, then jump the rest of the way as the platforms move apart. 
Continue forward on the ledge then stand at the jump tile and use the 
platforms to reach the next ledge. Once you have collected the Moku symbol 
from the marker, walk north to return to the intersection with the save point. 
Now head across the bridge to reach the exit and complete this level. 

Level Four - tHe moku temple 

Objective: Focus the plates on four pyramids to channel Lucense to the main 
temple 

Approach the pulsating launch pad located in the staring area and use it to 
propel yourself up in the air to collect the extra life, then smash the barrel in 
the lower left corner open to expose any items hidden inside. Step onto the 
platform when it moves into position and ride it across to the next ledge 
whilst avoid the rotating blades. Avoid the other blades on the platform as 
you make your way south. Float over the spilled Lucense and grab the health 
crystals hidden behind the partial wall, then jump over the low wall and 
destroy the Roller. Avoid the shots it fires at you then move in for the kill 
once it has transformed. Continue past the two markers and use the launch 
pad to jump over the wall. Collect the Moku symbol from the marker then 
use the health station if required. Carefully make your way between the 
rotating blades to the left and use the next launch pad to collect the weapon 
power-up before collecting the Moku symbol from above the nearby marker. 

jump over the broken section of wall to the left and use the health station 
then head forward and remove the Roller in an area with falling boulders, 
jump over the low wall to the north then jump past the rotating blades and 
pipes. Use the launch pad to jump over the double blades then continue 
north and kill the Papwa Ipo. Collect the Moku symbol then use the health 
station before stepping onto the nearby platform. Use the platforms that 
follow to get across to the next ledge and the Moku symbol. 

Using the launch pads, move south to the Lucense then carefully collect the 
weapon power-up. Head past the rising platform to find an extra life and 
another weapon power-up guarded by the Darters. Return to the rising 
platform and use it and the platforms that follow to reach the top of the 
pyramid. Use the save point then step onto the square in front of the 
focusing plate. Hook onto the zip ring that materialises directly above this 





location and use it to ride to the next area. Grab the Moku symbol from the 
marker when you arrive. 

Continue forward past the rotating blades and use the launch pad to jump 
across the steaming pipe then use the health station before removing the 
Demon Bat. Walk past the next marker and kill the Darters then collect the 
extra life next to the blades. Continue forward and collect the Moku symbol 
from the above marker. 

Ride the platform upwards then jump across onto the series of small ledges 
that are jutting out from the pyramid. Use the moving platform and ring to 
move along the wall. Use the following platforms and small ledges to reach 
the upper ledge, continue past the marker and use the launch pad to jurnp 
over the wall. Collect the Moku symbol from the marker then step onto the 
platform and use the others that follow to reach the ring. Ride the ring to 
collect more health crystals and an extra life before jumping on the next 
series of platforms to reach the ledge. Remember to collect the Moku 
symbol from the marker. 

Head south and slip between the sliding walls then collect the weapon 
power-up from the lower-right corner before continuing forward and amund 
the next corner. Collect the gold bar that is located between the last sliding 
wall and the *L’ shaped stationary wall sections. Continue moving north to 
reach the beginning of another series of platforms. Break open the barrel at 
the edge to expose an extra life then step on the platform and ride it 
upwards, jump onto the next platform, then leap to the right to reach the 
ring. Flip off the ring to reach the top of the pyramid and the save point. 

After using the save point, step on the square in front of the focusing plate. 
Now jump up to ride the zip ring to the next area then collect the Moku 
symbol from the marker. 

Walk to the left and use the healing station if required then use the launch 
pads to the right to get across this area, don’t overlook the extra life that is 
located just to the right of the last launch pad. Use the series of platforms 
that start from this location to move along the exterior wall, jump back to 
the ledge then use the jump pads to leap over the moving walls and Papwa 
Ipo. Once you have collected the Moku symbol from the marker, step on the 
jump tile and kill the Darter. Use the platforms and rings to get across the 
large gap. Now allow the Demon Bat to carry you off the last platform. 
Although you take some damage, it’s easier than using the final ring. Kill the 
Demon Bat once you are safely on the ledge then head to the left and use 
the health station. 

Walk to the right and collect the Moku symbol from the marker then step 
onto the rising platform and use it to reach a narrow ledge, jump on the 
platform and the series of narrow ledges to the right to collect the weapon 
power-up, then return to the first narrow ledge and continue to the left. 



Use the platforms to approach the top of the pyramid, stay on the last 
platform and jump to the platform on the left, instead on stepping on the 
pyramid. Use the series of platforms that follows to reach the gold bar, extra 
lives and health crystals that are positioned away in an otherwise 
inaccessible area. Use the platforms to return to the top of the pyramid then 
use the save point. Now step on the square in front of the focusing plate 
before jumping up and ride the zip ring to the next area and Moku symbol. 

Float across the spilled Lucense then use the launch pads to move ahead. 
Slow down at the health station to avoid slipping off the edge then step onto 
the platform whilst avoiding the falling boulders. Use the series of platforms 
that follow to reach the next Moku symbol. Continue past the sliding walls, 
then float over the Lucense. Use the launch pad to jump over the wall then 
collect the Moku symbol from above the marker. 

Float forward, then use the launch pads to get across the next series of 
sliding walls. Launch yourself into the air and grab the ring, then flip onto 
the top of the pyramid. Collect the gold bar hidden behind the focusing 
plate, before using the save point and stand on the square in front of the 
focusing plate. Now jump up and hook onto the zip ring to ride to the next 
area and the Moku symbol. 

Walk to the left and kill the Papwa Ipo then step onto the nearby platform 
and use those that follow to reach the top of the main temple. At the top, 
run north and kill the next Papwa Ipo, then continue to circle the ledge to 
find a gold bar that is located along the north wall. Destroy the next Papwa 
Ipo, then run past an area with falling boulders and Demon Bat. Return to 
the front of the temple and use the exit to complete the level. 

BOSS - tHe clapiatoR 

You appear Inside a large tank of blue Lucense that contains four valves 
which you have to turn in sequence. Each time you turn a valve, the level of 
the Lucense rises allowing you to access the next valve. Apart from 
negotiate your way across the Lucense, you also have to avoid the Gladiator 
who Is position in the centre of the tank. 

Learning how to slide along the Lucense is essential to completing this boss 
level. Move In the direction opposite to which you are moving to slow 
yourself down and to help guide you between the energy beams. Make sure 
you hit any health crystals along the way as they immediately restore any 
lost health. The pattern that you need to follow is easy to learn, just don’t 
waste to much time between turning each valve otherwise the Gladiator 
reset the Lucense level. 




I pvpI. five - tHe BlisteR fielos 


Objectives: Destroy the five lava extractors 

At the start of this level, you find yourself located in an area with five paths 
that lead off in various directions. Approach the brown structures to the 
north of this area and them smash open to reveal a health crystal and a 
weapon power-up. Smash open similar structures that you encounter 
through this level to expose more crystals and vyeapon power-ups. Follow 
the path that leads north past the jump tile (which leads to a health statjon) 
and destroy the Scorpion then carefully walk past the lava crater on the left 
to reach the extra life thafs located on the ledge. Return back to the lava 
crater and proceed north and across the disappearing squares to the first 
marker and Moku symbol. 

Follow the narrow path along to the left of the first marker and collect the 
weapon power-up that is floating above the disappearing square, watch out 
for the falling lava rocks. Return to the marker then head towards the jump 
tile and use the disappearing squares to continue across to the other side of 
the lava pool. Kill the Scorpion, then stand on the nearby jump tile and 
follow the squares to the left to reach the next island. Stand on the next 
jump tile and jump across the flaming platform and squares to reach the 
next section of solid ground while avoiding the Scorpion. Use the health 
station if required, then follow the series of disappearing squares to the 
north and the next section of solid ground. Kill the Roller when he appears 
then continue to the Moku symbol above the marker. 

Proceed to the next jump tile and use the rocks to make your way across the 
lava pool to the next health station and marker. Use the health as required 
then step onto the jump tile and continue across to the next rock. Before 
proceeding across the disappearing squares, jump past the flame jet to 
collect the extra life. Once across the disappearing squares, collect the 
Moku marker then jump across the lava stream and kill the Magmoid, who is 
waiting for you. Smash the structures to the west then follow the path north 
and collect the health crystal. Return to the previous marker and health 
station then continue past the health station and along the narrow ledge 
behind it to reach the rotating blades. Carefully jump past the blades then 
smash the two brown structures open to reveal some health crystals and a 
weapon power-up. Return to the health station then head east to the first 
lava extractor and pull the detonation ring. 

jump past the exposed extractor site and continue past the next marker to 
the gold teleporter, but don’t step into the teleporter just yet. Instead, jump 
north and continue east along the ledge to the health crystals, then use the 
disappearing square to make your way south across the lava pool to the 
gold bar and health station. Once you have collected the gold bar, head 
north-west to the next set of disappearing squares. Collect the extra life 





from the island then jump past the rotating blades and enter the teleporter 
to be returned to the start area. 

Use the save point, then follow the path to the east and carefully collect the 
weapon power-up from above the rock in the centre of the lava pool. 

Continue east past the first marker to the second marker and Moku symbol, 
whilst avoiding the falling lava rocks. When you are confronted by the 
fireball around the next corner, it cannot be destroyed so you have to outrun 
it. Once you have reached the next marker and the fireball has retreated, 
return to the previous brown structure and smash it open to reveal an extra 
life for the taking. Once you have collected the extra life, jump over the small 
lava pool on the other side of the path to find a hidden path that takes you 
to a gold bar. 

Return to the previous marker and continue along the path to the health 
station and use if required. Collect the Moku symbol from the marker, then 
jump across the lava pool and kill the Scorpion before collecting the health 
crystals from the brown structures and jumping back across the lava. Head 
south and follow the path past the marker, then keep running along the path 
to avoid the fireball that chases you. Once the fireball has disappeared, 
return to the brown structure and collect the weapon power-up from inside. 
Now proceed to the next marker and kill the Scorpion. 

Destroy the brown structures to reach the health station, then continue past 
the previous market that points to the left and collect the Moku symbol from 
above the next marker, jump from rock to rock, to outrun then next fireball 
then once it has retreated, backtrack to collect the extra life if you missed it 
the first round; jump over the lava crater and kill the Magmoid that is waiting 
to the north. If you have a weapon power-up, active it quickly then continue 
along the path to the next marker and the rotating blades. Destroy the next 
Magmoid, then continue to the right and to the lava extractor. Once the 
extractor has been activated, continue south and jump on the series of 
crates to reach a gold bar that is floating at the top of this area. Return to 
ground level then head back towards the extractor and jump over the 
exposed lava. Proceed along the narrow strip of ground to the north of the 
teleporter. Break open the left-most brown structure to find an extra life 
then step into the teleporter to return to the central area and the save point. 

Follow the second path to the east and collect the Moku symbol from above 
the marker, then use the disappearing rocks platforms to make your way 
across the lava, jump over the lava to the south of the jump tile then follow 
the thin strip of ground to the right, jump over the lava crater to grab the 
weapon power-up, then kill the Roller when it approaches. Return to the 
jump tile, then leap to the right and use the floating platform to reach a 
rocky ledge. Follow the ledge as it slopes upward then use the strip of 
disintegrating platforms to reach the next ledge. Collect the Moku symbol 
from the next marker, then cross over to the next ledge by using the next 
series of disappearing platforms. Move in the opposite direction of the next 



marker then quickly follow the flames to collect the health crystals. Use the 
disintegrating path to the north to reach the next ledge then grab the Moku 
symbol from the marker. 


Move to the left and jump on the disintegrating platforms to collect the gold 
bar, then return to the marker and jump across the gap to the right. Step on 
the’flaming jump tile and use the disintegrating platforms to make your way 
cross the gap. Continue south and kill the Scorpion, the follow the direction 
the marker is pointing. Proceed across the disintegrating platforms to the 
south, then jump to the right to collect a gold bar before jumping again to 
safety. Now make your way to the south part of the ledge and take the Moku 
symbol from the marker. 


Circle the ledge to the right, to reach a health station and weapon power-up, 
then return to the marker that held the previous Moku symbol and follow 
the disintegrating trail to the south. Stand on the jump tile on the next ledge 
and use the flaming blocks to get across the gap. Ignore the Magmoid and 
follow the path to the left. Break open the brown structure to find another 
weapon power-up. Defeat the Magmoid, then destroy the lava extractor 
before jumping over the exposed lava. Move to the left of the teleporter and 
smash open the brown structure to expose the extra life. Now step into the 
teleporter to return to the central area and save point. 


Follow the next path that leads south and kill the Scorpions that are waiting 
for you. Continue south and smash open the brown structure on the south 
side of the first lava trough to expose a weapon power-up. Next, jump over 
the lava and collect the Moku symbol from above the marker that is just past 
the second lava trough, then follow the path to the right and use the crates 
to jump across the gap. Walk right to the end of the ledge and use the 
disappearing platforms to make your way around to the gold bar. Once back 
on the ledge, use the crates to jump back across the gap then continue past 
the marker and kill the Magmoid. 


jump past the dead Magmoid, then smash your way through the two brown 
structures to reach the health station and crystals. Use the station if 
required, then use the crates to reach the upper level. Follow the path 
around to the next ledge, then jump across and run along the path and over 
the boxes to avoid the fireball, jump up to collect the extra life towards the 
end of the line of crates, then continue to follow the path while using the 
next set of crates to evade the second fireball and to collect the gold bar. 
When you reach the end of the ledge, drop down to the lower level. 

Walk past the jump tile and kill the Magmoid that is just around the corner, 
then return to the jump tile and jump across to the ledge below to collect the 
weapon power-up. jump back to the jump tile and continue past the dead 
Magmoid, then use the next jump tile and platforms to reach the next jump 
tile. Face south and use the moving and disappearing blocks to cross over 
the lava and collect the Moku symbol from the next ledge. 



Follow the ledge as it slopes downward and eliminate the next Magmoid 
then smash open the brown structure tucked between the stacked crates to 
find an extra life. Jump onto the large stack of crates at this location to find a 
weapon power-up and to reach the ledge with the gold bar. Return to the 
lowest crate, then follow the line of health crystals over the lava on the right. 
Destroy the lava extractor, then jump over the exposed lava to reach the 
teleporter. Use the save point if required. 

Now follow the path that leads of north-west and collect the Moku symbol 
from above the marker. Destroy the pair of Rollers to the left, then use the 
jump tile to reach the floating block, jump to the south when the block is at 
its lowest point to reach a hidden area which contains an extra life and a 
gold bar. Return to the floating block and ride it to the top, then jump off to 
the left to reach the next ledge. Use the health station if required then follow 
the rapidly disappearing blocks to make your way across the gap. 

Collect the next Moku symbol from above the marker then stand on the jump 
tile and use group of disappearing and floating blocks to reach the next 
ledge and Moku symbol. Now carefully run past the falling lava chunks to 
reach the next jump tile. Ride the next floating block upwards, then jump to 
the left and follow the next set of blocks to reach the top ledge and the 
Moku symbol. Head north from the marker and collect the weapon power-up 
from the brown structure on the left then jump between each small section 
of ledge to the north to find another gold bar. Return to the previous marker, 
and follow it to the left. 

Run past the flames and destroy the lava extractor then jump over the 
exposed lava and jump on the crates to reach the ledge with an extra life. 
Return to ground level and continue north. Destroy the Magmoid then 
smash open the brown structure below and to the left of the teleporter to 
find another extra life. Now use the teleporter to return to the central area 
then step into the teleporter to complete the level. 

level SIX - tHaoesceNt iNto tHe 
-vuIcaNa 


Objective: Turn the valves to stop the lava flow 

Unlike the previous level where Harry would lose some of his health 
whenever he touched lava, he’s killed instantly should he fall during this 
level. Remove the Demon Bat then move forward and jump across the gap to 
reach the first marker on the pipes. Instead of following the marker, head 
north and then east. Step on the air-powered platform and ride it upwards 
then jump up when the platform is at its highest point to collect the weapon 
power-up. Return to the previous marker and follow the path in the direction 
it is pointing. During this level, smash open all the cones when possible to 






expose and collect the health crystals and other items that they conceal. 

Kill the next Demon Bat, then collect the Moku symbol from the marker. Flip 
the lever that is next to the marker then step on the air-powered platform 
and collect the gold bar when the platform reached its highest point. Once 
you have the gold bar, jump onto the platform on the right and ride it down 
then use the line of disintegrating platforms to reach the next marker. 
Continue forward and run past the flaming gas jets and the fireball then 
jump across the gap and flip the lever on the other side. Now head to the 
south side of the fan and ride the air-powered platform upwards then jump 
across to the orange pipeline. 


Follow the path and use the lever to active the air-powered platform and 
collect the gold bar, then return to the previous marker that’s located near 
the fan. Follow the marker to the north and past the flaming jets. Use the 
health station as required then collect the Moku symbol from above the 
marker. Now jump to the orange pipeline and follow it to the jump tile, jump 
right onto the series of chimneys after the flames have disappeared, don t 
forget to collect the extra life that’s above the third chimney. Use the air- 
powered platform to descend to the next pipe then move forward to reach 
the ledge. Destroy the Magmoid then continue ahead and collect the Moku 
symbol from the next marker. 


Use the platform to the left to reach the marker on the orange pipeline the 
turn the valve to shut off the lava flow in this section. Continue past the 
spinning barriers to reach the save feature then follow the pipeline past 
more rotating barriers and jump to the next ledge to reach the Moku symbol 
and marker. Walk to the right of the marker and activate the lever use the 
previous platform to reach and collect the gold bar up above before 
returning to the ledge and collecting the weapon power-up that’s hidden m 
one of the cones in this area. Use the health station then cross the gap to 
the left to land on the next pipeline. Head past the barriers and collect the 
weapon power-up and extra life along the way then stand on the jump tile at 
the end of the pipeline and jump on the air-powered platform when it 
appears. Ride it downward and then forward along the pipe to reach the 
ledge. Kill the Magmoid, then continue forward to the health station and the 
Moku symbol above the nearby marker. 


Instead of proceeding ahead, run back to the right and along the pipe. Stop 
at the first turn and wait for an air-powered platform to appear on the right 
and use it to reach the small ledge and the lever. Once you have flipped the 
lever, return to the pipe then head towards where the Magmoid appeared. 
Use the disintegrating platform and the normal platform to reach the next 
ledge then collect the gold bar from the end of the ledge before returning to 
the marker near the health station where the last Moku symbol was located. 


Continue past the marker and turn the valve to cut off the lava then follow 
the pipeline to the save game point. Use the save point as required the 




proceed along the pipeline and ignore the next marker. Collect the weapon 
power-up and extra life at the end of the pipeline then return to the previous 
marker. Use the vine that appears to reach a series of platforms and rings, 
use them to get across the gap to the next ledge then collect the Moku 
symbol from the marker. Now jump across the series of normal and 
disintegrating platforms to the left then jump up on the last platform to 
hook onto a ring then use the ones that follow to reach the next ledge. 

Collect the Moku symbol from above the marker then head forward and flip 
the lever before the jump tile. Use the air-powered platform to descend and 
collect the extra life located to the south then continue north and stand on 
the next jump tile. Use the next line of disintegrating platforms to reach the 
next ledge then collect the next Moku symbol from the marker at this 
location. Continue ahead to the next jump tile and use the rings to swing over 
the gap. Collect the Moku symbol from the next ledge before killing the Imp. 

Head past the fan and use the health station if required then step to the 
right and use the vine to swing ahead of the flames, jump over the next set 
of flames and collect the Moku symbol from the marker then destroy the 
Demon Bat, before continuing forward and killing the next Demon Bat. Once 
the bat has been removed, jump past the cliff wall and over the gap to reach 
the next marker above the Moku symbol. Now jump up and grab the ring 
then quickly swing to the right to catch the next ring. Swing right again to 
reach the next ledge and marker. Step on the jump tile and use the ‘L’ 
shaped platform to reach the next ledge. Kill the Magmoid, then collect the 
extra life on the way to the next marker and Moku symbol. Once you have 
the Moku symbol, step on the pipeline and turn the valve. Continue forward 
and use the save point if required then use the series of platforms to get 
across to the next ledge to reach the Moku symbol from above the marker. 

Head along the ledge and destroy on the group of Imps that appears then 
step on the jump tile and jump onto the short pipeline, jump over the flames 
to collect the extra life, then jump to each successive pipeline to reach the 
far ledge. Kill the Imp, then continue ahead and ride the air-powered 
platform to the top. Now jump to the right to reach the next ledge and attack 
the next group of Imps before taking the Moku symbol from the marker at 
the end of the ledge. 

Continue jumping to reach the other series of short pipelines, then stop on 
the pipeline with the extra life to allow the Demon Bat that appears to grab 
Harry and carry him to the upper ledge. Kill the Bat then collect the gold bar- 
from the north of the ledge then follow the ledge to the south and flip the 
lever. Stand on the jump tile and use the air-powered platform to descend 
then jump to the right and move to the south end of the ‘L’ shaped platform, 
jump to the south when another air-powered platform appears and use it to 
descend to the ledge. Once on the ledge, run forward between the flaming 
jets, to reach the jump tile. 



Jump on the first platform, then drop below to collect the extra life from the 
top of the pipe. Head forward along the pipe, and stop between the first and 
second spinning barrier then step to the south onto the moving platform 
when it appears, jump on the next platform to reach the ledge with the extra 
life then kill the Demon Bat when it appears. Now use the platforms to 
return to the pipe, but don’t step back onto the pipe just yet. Wait for the 
platform to appear on the right, and use it and the platforms that follow to 
reach the next lever. Pull the lever, then use the nearby air-powered platform 
the return to the top of the ledge. Stand on the jump tile and use the 
platforms to get across to the next ledge then destroy the Demon Bat and 
collect the Moku symbol from above the marker. 

From the jump tile, use the series of platforms to jump across the lava then 
duck under the rotating blades when they appear. Jump up to collect the 
next gold bar during this sequence then continue to the final platform and 
jump across to the Moku symbol from the marker on the ledge. 

Carefully step between the flaming jets and kill the Magmoid then continue 
forward and use the health station as required. Follow the ledge as it runs to 
the south and eliminate the next group of Imps and the Demon Bat. Collect the 
Moku symbol from above the marker then step onto the pipeline to the south 
and turn the valve to stop the lava. Now follow the pipeline and kill the Demon 
Bat that appears then use the exit on the final ledge to complete the level. 

r.eveL seveN - BlaziNC flooD 

Objective: Locate and use the teleporters to reach the rift exit 


As with the previous level, smash open the cones that you come across to 
expose hidden health crystals and other useful items. Run forward while 
avoid the falling lava chunks then use the disintegrating platforms to reach a 
square island in the lava. Stand on the jump tile then use the blocks to get 
across to the next island. Remove the group of Imps then continue forward 
to the health station and use as required. Continue over the jump tile and 
when it is safe, jump to the short pipeline and then to the iDlock. Use the 
next block to reach another island the stand on the jump tile and use the 
platform to reach the next short pipeline. Now proceed forward and collect 
the Moku symbol from the marker. 

Stand on the jump tile and use the block and disintegrating platform to 
reach the next ledge then run forward and past the flaming jets of gas to the 
rear of the fan. Step on the next jump tile and leap over the flaming lava 
before collecting the Moku symbol from the marker. Use the health station 
then stand on the next jump tile to reach the platform. Use the platform to 
make your way across the gap, then follow the marker up the slope. Kill the 
Magmoid and break open the nearby cone to collect the extra life then head 
between the lava craters and stand on the jump tile, jump across the flaming 
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lava to collect the Moku symbol from the marker. 

Kill another Magmoid, then run ahead and follow the marker. Stay towards the 
south side of the ledge to use a health station before attacking the Magmoid. 
Grab the Moku symbol from the marker then stand on the jump tile and use 
the platforms to quickly reach the pipe. Proceed south and step on the air- 
powered platform to descend, then run along the narrow strip of ground to 
find a weapon power-up and an extra life. Now jump on the platform to collect 
the gold bar, then quickly jump on the succeeding set of platforms to return to 
the pipe. Continue forward and past the marker to meet the first Fire Djinn in 
the game. Whilst avoiding his fireballs, use your recently acquired weapon 
power-up to bring him down. Once he has been killed, step into the teleporter 
to reach the next part of the level and the save point. 

jump over the gap head past the marker to the next pipeline. Ignore the 
orange section for the moment, instead run to the right, jump over the lava 
crater and follow the ledge to find the extra life that is guarded by an Imp. 
Destroy the Imp and collect the gold bar then return to the pipeline and 
follow the orange section past the rotating barriers, jump across the gap to 
the short pipeline that leads to a ledge then collect the Moku symbol that is 
located above the marker. 

jump over the lava crater then proceed to the south end of the air-powered 
platform, jump on the line of disintegrating platforms, but don’t follow it as 
it curves back towards the ledge. Instead, jump over to the left and follow 
another series of disintegrating platforms to reach the gold bar. Walt until 
the platforms re-appear, then return to the ledge. Now step on the air- 
powered platform and ride it upwards. Kill the Imp that appears, while using 
the platforms to get across the gap before descending on the air-powered 
platform at the far end. Run ahead and kill the pair of Imps then take the 
Moku symbol. 

Ignore the marker and run to the left over the flaming jets to find an extra life 
that’s guarded by another Imp. Kill the Imp and collect the extra life then 
return to the previous marker and continue head to reach the jump tile, 
jump across the series of platforms that follow to reach the next ledge then 
run forward and past the next marker while avoiding the falling lava chunks. 
Use the air-powered platform to reach the next series of platform. Make sure 
you doesn’t pause too long over the volcanic vent other wise Harry gets 
injured. Ride the next air-powered platform down at the end of the jumps 
then proceed south and collect the Moku symbol from the marker. 

Break open the cone next to the marker to expose and collect the extra life. 
Ignore the marker for the moment and follow the ledge to the north. Quickly 
grab the gold bar then outrun the fireball to avoid serious injury then 
continue past the marker and step on the orange pipeline. Stop at the jump 
tile and use the platforms to reach a short section of pipe. Move past the 
marker and step on the platform when It is safe then drop off the right side 



to step on the jump tile. Wait until the flame dies down, then jump to the 
next pipeline then carefully follow the pipeline to reach the platform that 
descends to an island in the lava. Kill the Imp before collecting the Moku 
symbol from the marker. 

Stand on the jump tile and use the series of disintegrating platforms to 
reach a stable platform. When you reach the split in the path, jump onto the 
disintegrating platforms to the left to reach the island with the health 
station. Use the health station before killing the imps and then smashing 
open the cones to find a weapon power-up and gold bar. Use the platforms 
to return to the split and follow the path in the other direction to reach a 
ledge. Kill the Magmoid and Fire Djinn then step into the teleporter to reach 
the next part of the level and the save point. 

Break open the cones to find the extra life, then use the health station if 
needed. Step onto the jump tile proceed past the marker on the blocks. 

Jump on the vine to avoid shots from the turret and swing over to the next 
block jump onto the next series of platforms to reach the next marker and 
Moku symbol at this location. Grab the vine and change the direction of the 
swing to north then jump onto the platforms to reach the small pipe next to 
the turret. Quickly collect the gold bar at this location and return last 
platform. But instead of grabbing the vine again, jump to the left to reach 
the pipe. Avoid the turret fire and run south then stand on the jump tile and 
swing on the vines across to the left. Change the direction of the last vine to 
reach the ledge to the north then quickly run between the turret fire and 
follow the marker to the left. Use the series of blocks to make your way 
across the lava. 

Stand on the jump tile on the last block to catch and use the vine. Collect the 
weapon power-up while landing, then use the blocks to get across the lava 
and jump to the orange pipeline. Step onto the ledge and take the Moku 
symbol from the marker, then proceed forward and use the health station. 
Follow the pipeline while avoiding the turrets along the way. Stand on the 
jump tile and use the vine to swing across the lava then quickly step around 
the turret to find an extra life. Now run forward along the ledge to avoid the 
pair of fireballs. Double back and collect another extra life and gold bar from 
the cones located along the route then continue ahead and kill the Fire Djinn 
and Imp before stepping into the teleporter to reach the next part of the 
level and the save point. 

Continue forward and step onto the jump tile, then grab the vine and swing 
over to the next ledge. Smash open the cones at this location to find an 
extra life then run along the ledge to avoid the fireball. Now double back to 
collect the gold bar that is hidden in the cone then use the line of platforms 
to descend to the next ledge and Moku symbol. 

jump on the platform then jump to the south to reach another platform 
instead of continuing forward to the ledge. Run along the ledge to avoid the 



fireball, then follow the line of disintegrating platforms to reach a small 
ledge. Smash open the cones to find an extra life, then jump over to the next 
platform and take the gold bar. Kill the Imp, then return to the stable 
platform that’s next to the disintegrating path, jump to the left and ride the 
platform downward then quickly jump to the left to reach the ledge before 
the platform disappears. Now walk to the left and take the Moku symbol 
that is located above the marker. 

Ignore the marker for the moment and proceed to the left. Run behind the 
rapid-fire turret to find the weapon power-up. Return to the previous marker 
and follow it forward and across the disappearing platforms. Kill the Imp and 
the final Fire Djinn before stepping into the exit to complete the level. 

BOSS - kRVLL tHUlaR 

Move forward and quickly kill the Fire Djinn, once he has been destroyed 
Kryll Thular appears in the distance and begin attacking with fireballs. Use 
the line of platforms to reach the small island to the right that Is guarded by 
a nearby gun turret. Collect the purple ammo pack in the middle of the 
island then return to the previous island, where the Fire Djinn was defeated, 
then jump to the nearby platform to activate the dragon shaped gun. Now 
jump onto the platform formed by the gun’s wings to activate It. 

Harry’s ejected from the dragon gun after firing five shots at Kryll Thular or 
being hit by one of Kryll Thular fireballs, and now needs to reload before he 
can begin his attack again. Use the platforms to the left to reach another 
purple ammo pack then return to the dragon gun. You need to jump and 
duck Kryll Thular fireballs as you attempt to reach the ammo packs to avoid 
as much Injury as possible. Kryll Thular has a set number of patterns that 
you need to learn before you can attack him effectively. 

Level eiCHt - tHe cell Blocks 

Objective: Activate the levers to lower each security bridge 

Smash open the red structures located at the start of this level and the other 
red structures that you encounter during this level to expose health crystals 
and other items hidden Inside, jump south across to the platform to collect 
the weapon power-up then return to the start platform and use the jump tile 
to continue across to the next platform. Use the next jump tile and proceed 
across the moving platforms to the marker and Moku symbol then continue 
north along the path to the Earth Soldier. Destroy the soldier then collect the 
gold bar before returning to the previous marker. 

Head east and across the gap then use the series of falling platforms to 
make your way safely across the acid below. Use the pillars and vines to 





reach the next platform and Moku symbol, then once you have activated the 
symbol, use the next vine to reach the health station. Use the health station 
if required then use the hook to swing across to the opposite platform. 
Quickly destroy the turret to avoid injury then continue along the path and 
destroy the second turret. Remove the Fire Djinn that’s located further along 
the path then proceed to the save point and pull the ring to lower the 
security bridges. 


Run across the bridge and destroy the Earth Soldier then smash open the 
red structures to expose a health crystal and an extra life. Once you have 
activated the Moku symbol, use the block to reach the weapon power-up 
located behind the health station, then return to the previous ledge and 
head west to use the next block to jump diagonally across to the next 
weapon power-up. Continue west along the path to the wooden ledge then 
use the platform to jump around the other side of the fence, now enter the 
golden coloured door to reach the secret area and the gold bar. Carefully 
collect the gold bar from above the acid bath before returning to previous 
marker. 


Head east to the second golden door and enter. Once inside, kill the Earth 
Soldier then collect the items before heading back outside and collecting 
the weapon power-up from the block located to the right of the wooden 
bridge. Proceed east to the next block and use it to jump over the fence 
where you’ll find a gold bar, then return back over the fence and head 
through the next golden door to the east. Work your way around the room to 
collect the extra life then exit and continue east to the next marker and then 
north to the doorway and enter. 


Collect the Moku symbol from above the marker then destroy the Earth 
Soldier when it appears before carefully make your way along the path and 
past the electric fields to the health station, use if required. Now enter the 
golden door and collect the Moku symbol before destroying the Fire Djinn, 
and then smashing the red structures to the right before jumping diagonally 
across the gap to reach the platform on the other side of the fence. Carefully 
head past the electrical fields and collect the extra life, then return to the 
previous platform and pull the ring to lower the security bridges before 
running across to the save point. 


Enter the golden doorway and kill the Earth Soldier then step onto the table 
and jump up to collect the weapon power-up before heading through the 
opposite golden doorway. Proceed north and step onto the moving 
platforms and ride it across to the opposite platform, remember to duck 
under the obstacles that gets in your way. On the other side, smash the red 
structure to expose an extra life then collect the Moku symbol from above 
the marker. Now proceed west and use the floating platforms to ride across 
to the next Moku symbol. 


Continue to use the floating platforms until you reach the next Moku 



symbols and health station. Use the health station and save point if required 
then pull the hook to lower the security bridges. Head across the bridges 
and enter the golden doorway then run forward and slip out of the opposite 
door before the turret can inflict any injury. Collect the Moku symbol from 
the marker then run to the right and take the weapon power-up that’s 
hidden behind the blocks before returning to the marker and continuing 
forward. Use the moving and stationary platforms to get across the acid then 
collect the extra life and Moku symbol from the marker on the far ledge. 

Follow the marker into the golden doorway and kill the Fire Djinn then grab 
the hoist point hanging from a platform on the north side of the room. Pull 
yourself up then jump to the right to reach a platform with a weapon power- 
up in the corner. Now use the block to the south to return safely to ground 
level then leave the room through the other doorway and collect the Moku 
symbol from the marker. 

jump onto the blocks from the wooden platform then drop down and destroy 
the Bornswags before jumping on the block to the north, jump to the left 
and hook on to the hoist point then pull yourself up and grab the Moku 
symbol from the marker. Now enter the first golden doorway to the right and 
remove the Fire Djinn, then step on the table between the pillars and jump 
up to grab the weapon power-up above. Head to the south-east corner of 
the room and pull the ring to lower the security bridges then exit the room 
and use the health station in the centre of this area if required. 

Enter the other golden doorway to the right and destroy the Bornswags, 
then head around the column in the north-east corner of the roorn to collect 
the hidden extra life. Exit the room and continue across the security bridge 
then use the save feature on the next marker before moving forward and to 
the left to collect the Moku symbol from the next marker. 

Stand on the jump tile and use the series of falling platforms to reach the 
wooden ledge then run across the wooden walkway to the right and remove 
the Fire Djinn before continuing forward and collect the Moku symbol from 
the marker. Now jump onto the falling platforms to get across the gap then 
stand on the jump tile and use the ring to descend. Next, walk south and 
over the narrow walkway to find a weapon power-up then stand on the 
wooden platform just to the south of the marker and jump to the north to 
land behind the fence on the ledge. 

Use a series of jumps to move to the left and to reach the area with the extra 
life, weapon power-up, and several health crystals then return to the 
wooden platform next to the marker. Carefully drop off the platform to land 
on the block then step off to ground level and proceed south to find the gold 
bar. jump back on the block and use the hoist point to pull yourself back on 
the platform then enter the golden doorway and grab the Moku symbol from 
the marker. 



stand on the jump tile and jump from platform to platform while avoiding 
the presses, then collect the extra life from the next ledge before using the 
next series of platforms to reach the far ledge. Continue north the 
golden doorway and jump across the gap to the left to reach the hidden 
ledge. Follow the ledges along the north side of the room to reach the gold 
bar then return to the golden doorway and enter. Inside, locate the block on 
the far right-hand side of the area then grab the weapon power-up that’s 
hidden next to the block. Now jump on top then jump to the right to reach a 
hoist point. Pull yourself up onto the ledge then collect the weapon power- 
up before dropping back down onto the floor. Next, use the three blocks m 
the centre of this area to reach the marker with a Moku symbol. 

jump to the left and use the platform to reach the next ledge then destroy 
the Earth Soldier and use the health station if required, jump onto the block 
and ride the series of platforms to the hoist point then pull yourself 
ledge and jump over the electric field when the top arc is turned off. Km the 
next Earth Soldier then follow the ledge and collect the Moku symbol from 
above the marker. Now use the moving and falling platforms to reach the 
next ledge then run to the right and kill the Fire Djinn before pulling the ring 
to lower the security bridges. Run to the left and defeat the other Fire Djinn 
then pull the ring to lower the remaining security bridges. Finally, continue 
across the bridges and enter the exit to complete the level. 


l evel NiNe - Life extRactiON plaNt 

Objective: Destroy each extraction machine 

Follow the path that leads to the west then when you reach the turret, 
smash it open to expose a gold bar. Continue to follow the path to the jump 
tile then onto the wooden platform, and enter the golden doorway to reach 
and collect Moku symbol from the double marker. 

jump on the moving platforms and ride them to the next ledge, remember to 
duck under the arches and hit the Imps that appear while on the platforms 
and to jump up to avoid the electric fences. Grab the Moku symbol from the 
ledge then move forward along the ledge and break the alarm pillar to find a 
weapon power-up before entering the golden doorway to the west. Kill the 
Bornswag, then hit the next pillar to expose and collect the extra life. 

Destroy the next Bornswag, then carefully run past the presses. 

Follow the ledge around and kill another Bornswag then run through the press 
to collect the gold bar before breaking open the nearby pillar to find another 
gold bar. Slip under the slower press to return to the ledge then continue to 
the east and collect the weapon power-up that’s hidden in the pillar. Now enter 
the golden doorway and take the Moku symbol from the marker. 

Use the platforms and ring to reach the central ledge then hit the pulsating 
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red section of the extracting machine to destroy it. Use the save point in the 
south-east corner if required then stand on the jump tile and use the series 
of platforms to return to the previous double marker. Use the golden 
doorway to return to the start area then proceed down the first path that 
leads to the north and grab the Moku symbol from the marker. 

Enter the golden doorway to find another Moku symbol on a double marker 
then run forward to the jump tile and kill the Imps. Use the rings to the west 
to cross over the acid then run and jump past the presses to reach the next 
marker and Moku symbol. Hop on the series of falling platforms but ignore 
the stable platform when it appears, instead continue jumping to the north. 
Move ahead after reaching the ledge and use the rings to reach a golden 
doorway then enter and collect the weapon power-up from the first pillar. 
Now head past the line of electric fields and kill the Bornswag. 

Use the health station, then run past the press that’s directly to the south to 
find another gold bar. Return to the health station and follow the path to the 
north then remove the Bornswag before taking the extra life. Return to the 
series of falling platforms, but this time jump onto the stable platform when 
it appears. Follow the next set of falling platforms to reach the next ledge, 
while collecting the extra life along the way. Take the Moku symbol from the 
marker at this location and use the health station if needed. 

Carefully run past the line of presses then destroy the extraction machine 
before using the save point. Now stand on the jump tile and use the moving 
platforms to reach the next ledge then grab the Moku symbol from the 
marker. Use the next line of moving platforms and ledges to return to the 
previous double marker then enter the golden doorway to return to the 
south of the start area. 

Proceed east past the blocked level exit, and continue along the next path 
that leads to the north. Take the Moku symbol from the marker then enter 
the golden doorway and run past the double marker. Ride the moving 
platforms to the next marker and Moku symbol then continue forward and 
destroy the Bornswag. Enter the next golden doorway to the east of the 
marker then carefully run past the line of presses and defeat the Bornswags 
before collecting the weapon power-up to the north. Now head east behind 
the blocks to reach the health station then move past the press to the south 
and jump from the wooden ledge to the platform that contains the gold bar. 

Return to the health station and jump on the series of blocks directly to the 
west to find another gold bar then exit this room through the golden 
doorway and follow the marker and platforms to reach the next ledge. 
Continue past the electric fields and Bornswag then destroy the gun turret to 
find yet another gold bar. Now proceed forward and destroy the extraction 
machine before using the save point at this location. 

Stand on the jump tile and use the series of platforms to return to the 



double marker then return to the start area. Head east, and then south to 
reach another golden doorway and the Moku symbol above the double 
marker. Use the series of moving and falling platforms to get across to the 
left side of the electric field then collect the Moku symbol from the marker 
on the far ledge. Now jump to the right and carefully move past the presses 
then use the platforms to reach the next marker above the Moku symbol. 


Ignore the marker for the moment and use the platforms to the right to 
reach the ledge then enter the golden doorway and follow the path to the 
north-east corner of the room. Break open the pillar at this location to find 
another gold bar then open the pillar directly to the north of the golden 
doorway to find an extra life. Return to the previous marker then head west 
and past the press to destroy the extraction machine. 

Use the save point if required then stand on the jump tile and use the 
platforms to descend to the acid, jump on the blocks then swing on the vines 
to get across to the next platform then destroy the Imp before jumping on the 
falling platforms to return to the double marker. Now return to the start area 
then proceed north, use the save point before entering the level exit. 


TpvpT. teN - me paRkvale 


Objective: Find the exit 

jump south from the starting location to find a series of platforms and use 
them to reach a ledge that contains an Earth Solider, weapon power-up, and 
an extra life. Return to the starting location then head past the marker and 
holes before jumping on the next set of platforms. Stop on the sixth platform 
and wait for the dark green vine to appear from the right. Use it to swing 
across to the large pool of red Lucense. When floating in this area, you 
continue to accelerate in the direction that you are facing and make 
navigation difficult. Collect the items from the area before returning to the 
platforms and using them to reach the next ledge. The floating spiked balls 
here and elsewhere in this level cannot be destroyed so you need to avoid 
them at all costs, jump onto the disintegrating platform floating over the pit 
to collect the extra life, then continue forward and grab the Moku symbol 
from above the marker. Smash open the red crystals located here and 
elsewhere in this level to expose weapon power-ups and other useful items. 


Continue forward and proceed north instead of east at the next marker. 
Remove the Bornswag and jump over the electric field then destroy the red 
and silver vent on the downward leading pipe to find another gold bar. Use 
the health station to the south if required then return to the previous marker 
and follow it east, jump over the roller and ignore the Earth Soldier then use 
the disintegrating platforms to get across the gap. jump over the next roller, 
then continue on to the next ledge and kill the Earth Solider before jumping 
over the electric Held. Destroy the large group of crystals to the north of the 





electric field then jump on the series of platforms to the left to reach the 
hidden ledge. Kill the Bornswag then head to the left to reach the red 
Lucense field. Collect all the items located here before returning to the main 
ledge with the electric field. Now run to the east and jump over the rollers 
then grab the Moku symbol from the next marker. 

Continue forward and defeat the Earth Soldier then use the nearby health 
station before destroying the vent on the pipe to the east to find another 
gold bar. Move west and float over the red Lucense then jump over the 
rollers and head north. Collect the extra life hidden behind the column as 
the path turns east again then run past the next set of rollers and kill the 
Earth Soldier. Float over the red Lucense and pass another roller then jump 
over the electric field and collect the weapon power-up located just to the 
east. Now float over the Lucense and jump over the next electric field then 
jump over the next set of rollers and electric field to reach a marker with a 
Moku symbol. 

Stand on the jump tile and use the series of platforms to reach the next ledge 
then destroy the Earth Soldier before jumping over the electric field and 
rollers to the north of the marker. Head to the end of the long pipe to collect 
the gold bar from the vent then run down the ramp to reach the large pool of 
Lucense. Collect the items at this location before returning to the last marker. 
Now proceed to the north-west to reach a Moku symbol and a marker. 

Use the health station next to the marker if required then smash open the 
nearby crystals to find an extra life. Run to the west and jump over the 
rollers then step onto the platform in the area with the triple rollers, jump 
over the series of electric fields and follow the path to find an extra life and 
another large Lucense pool with multiple items. Use the health station in 
this area, then return to the main area by using the nearby jump tile to reach 
various platforms and ledges. Continue running to the west of the triple 
rollers and remove the Earth Soldiers then slide down the Lucense ramp and 
use the exit to complete the level. 


Level eleveN - tHe cRVStal matRix 

Objectives: Destroy all of the crystals 

You start from a central ledge that contains the barrier-encased level exit, 
two markers, and a Moku symbol. Head past the marker pointing to the west 
and jump over to the next ledge, avoid the surrounding flames when using 
the health station at this location. Step to the south-east corner of the ledge 
and jump across the gap then run past the flames and follow the path to the 
Moku symbol above the double marker. 

Proceed to the jump tile to the south and then jump ahead of the flames on 
the vents. Use the series of platforms to reach the ledge with a Fire Djinn on 





it, destroy the Rre Djinn then collect the extra life. Follow the pipe to the 
south and destroy the crystal then use the save point if required. 


Return to the ledge where you defeated the Fire Djinn, then head to the 
north and step on the platform when it appears. Travel eastward to reach 
another pipe guarded by a pair of Fire Djinn then quickly step onto the pipe 
and defeat both the Fire Djinns. Now grab the extra life then use the health 
station at the east end of the pipe. Destroy the crystal and use the save 
point before returning to the double marker. 


Jump on the platforms to the west to reach a ledge with 
then jump to the south and over the pair of vents to reach the pipe. Follow 
the pipe as it branches to the south to find the next crystal, destroy the 
crystal and use the save feature then return to where the pipe branched off 
and follow the westward section. Stop at the red stripe just before the last 
pipe section and face south then jump over the gap to ‘he top of the 
narrow structure that contains the gold bar. Now jump back to the P'P® ^nd 
continue heading west to find the extra life before returning to the ledge with 
the adjacent markers. Ride the platform to the west and jump on the vine. 
Swing on the vines to the west to reach the ledge that contains the next 
crystal then destroy the crystal and use the health station and save point. 


Follow the pipe to the north and defeat the Fire Djinn then stand on the red 
stripe next to its location and jump over to the disintegrating platform. 
Quickly jump east again to find the gold bar before returning to the pipe. 
Continue heading north and jump ahead of the flaming line of vents to reac 
another ledge with a crystal. Collect the extra life before smashing the 
crystal and using the save point. 


Proceed south and remove two more Fire Djinn then stand on the jump tile 
and use the platforms to return to the ledge with the adjacent rnarkers. 
Return to the starting location with the half-exposed level exit then follow 
the marker pointing to the east of the level exit to reach the next ledge. Once 
again, avoid the flames when approaching the health station. Step onto the 
short pipe section to the south of the health station, then use the series of 
floating platforms to reach the next section, jump up the staggered line of 
platforms to reach the pipe then move to the south to reach a double marker 
with a Moku symbol. 


Run to the east and kill the Fire Djinn then step past the marker and use the 
launch pad to reach the next ledge. Remove the Fire Djinn located here before 
continuing to the east on the platforms, jump over to a pipe that contains 
another set of double markers then carefully run north and quickly destroy 
the Fire Djinn before collecting the gold bar he was guarding. Now follow the 
arrow pointing to the east then head north at the intersection to reach the 
ledge guarded by another Fire Djinn. Defeat the Fire Djinn then smash the 
crystal at this location before using the health station and save point. 



Return to the previous double marker then run to the southern end. Collect 
the extra life, then step on the nearby jump tile and swing onto the rings 
that appear to the west. Head north after landing on the next ledge to reach 
a gold bar perched on a flaming ledge then use the westward moving 
platform to find the next crystal. Smash the crystal before taking the weapon 
power-up and using the save point. 

Step back on the moving platform and shift over to the southward moving 
platform when it appears then use the following platforms to return to the 
pipe. Proceed to the jump tile just to the north of the nearby double marker 
then use the platforms to return to the west, and use the launch pads to 
reach the double markers with the Moku symbol. 

Head west and run in a circle to collect the extra life and weapon power-up 
then continue west and stop at the double marker. Follow the southward 
arrow to find a ledge with the crystal. Break the crystal and use the save point 
then return to the previous double marker and follow the westward arrow. 

Run past the flying guardians and collect the extra life at the end of the pipe 
then head across the gap to the north by riding the platforms. Smash the 
crystal and use the health station and save point if required then step on the 
jump tile and hop onto the series of platforms that follow to reach the next 
ledge and crystal. Smash the final crystal and use the save point. 

Walk to the east on the short pipe then jump south on the disintegrating 
platform and use the platforms that follow to return to the pipe. Now run 
south to reach the double marker then head east to return to the double 
marker with the Moku symbol. Continue north and return to the starting 
area then use the exit to complete the level. 

BOSS - tHe scouRce 

To begin this final battle, jump from platform to platform while avoiding the 
Scourge’s grenades. Your objective is to hit the Scourge while the platform she 
is resting on is at its lowest level, and the key to getting this right is timing. 

jump from platform to platform in a pattern that leads the grenades away 
from the far middle platform, then try to position yourself on the middle 
platform when the Scourge drops down. When you are there, quickly jump 
across the gap and hit her before she flies upward. The Scourge flies to 
other platforms in the area after being hit once, but you must keep on 
hitting her until she opens a tunnel on the mountain to escape. 

When you slide on the ramp that’s behind the Scourge, try to jump over the 
cracks and Lucense bubbles that she creates, while collecting the precious 
few health crystals along the way. 

Next, another sequence similar to the first platform-hopping section begins. 




This part is more deadly, and a miss-step or simple mistake means instant 
death in the lava below the platforms. Once again, you need to hit Scourge 
until she opens an escape tunnel. Once you have opened another escape 
tunnel, another sliding sequence begins with more cracks and Lucense 
bubbles. Remember to try and collect the health crystals without falling 
through the gaps. 


Finally, you land in a large room with a central circle that the Scourge uses to 
heal herself. Chase the Scourge around the room, while jumping over the 
red rings that she casts. Step out of the way as she walks back to the central 
area as she is invincible during this time. You must only attempt to hit her 
when she is in her winged form. Once she has been hit enough times, Mira 
appears and holds her down. Quickly run to their location and hit the 
Scourge for a final time to complete the game. 
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Enter these as passwords: 

Play Original Pitfall: 
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View FMV: 
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Flying Mode: 
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jAlLBREAK 
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MAGICGARDEN 
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tHRee Lions 


can you get the goals? With these tips you can... 

SHOOtiNg 

Generally, shooting is more trickier to perform in this Three Lions than any 
other football game. Before you can score successfully, you need to master 
the targeting system. To use the targeting system, you have to manually 
position the target before taking the shot. The best tactic to use is to aim for 
one of the corners, then release the direction of the target just before you 
release the shot. This means the target starts moving back to its default 
position before the ball arrives at its destination. Even when you’ve 
familiarised yourself with the shooting system, you still find it difficult to 
score from a long distance, so get in as close as possible before taking a 
shot. 

Another cheeky way to score is to hide behind the opponent’s goalie, in 
some cases the goalie, having retrieved the ball from the last attack, rolls it 
to the edge of the box before kicking up field. At this point, run back around 
the goalie and kick the ball into the net. 

tackliNG 

The first tackle you attempt is normally the sliding tackle. And it does work, 
but like other games, you run the risk of committing a foul at the same time. 
The next option is the head-on tackle or shoulder barge. This is a little 
harder to pull off, but you don’t tend to commit as many fouls this way. The 
other way to deal with the opposition is to get your player next to the 
attacking player, then switch control over to the computer by taking control 
of another player. 


HeapiNG 

This is best used when defending your goal from a corner kick or for flicking 
the ball on after it’s been cleared up the pitch. You don’t really have to 
position the player; all you need to do is time your jump, then give a nod. 

fouls & INTURieS 

By pressing La when you’re in pursuit of an opponent, you perform a 
deliberate foul. Now this is a risky thing to perform as it could result in your 
player being sent off, but this can also work to your advantage. If the 
opposition’s player is constantly causing problems for your defence, then 








performing this foul can cause injury to the player and rule him out for the 
rest of the game. If you are lucky you only get booked for performing this 
stunt, otherwise your player is sent off. 


offsipe 

If your playing against one of the lower-scaled teams and they are using the 
long ball tactic, then employ the offside trap. This means ^ . 

opposition kick the ball up-field while looking attacking players to latch on 
to it, they more often than not fall into the offside trap. 


SCORING teCHNIQUeS 

Having to get in close to be able to score can proye to be tricky if your 
opponents are playing a defensive game. One of the best tactics to use is 
the one-two as this helps to get the ball past any stubborn defenders. 
Another tactic is the through ball. This means playing the ball past the 
defender into open space then getting one of your attackers to run on to it 
before shooting. 


couNteR attacks 


One of the best ways to handle the opposition is to play the counter-attack. 
This is best used if your playing against some of the better and stronger 
teams, if you are constantly under pressure, then use the counter-attack to 
make a break against the run of play. This can catch opponents out and 
leave them trailing your attacking players. 
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vaNoaL HeaRts 


These battle strategies guide you through some of the toughest battles you 
encounter as you venture through the realms of Vandal Hearts. WeVe also 
included the locations for the six keys you need to collect if you’re to turn 
Ash into a Vandalier. 

ceNeRal Battle stRatecies 

During any combat situation, it is extremely important to understand the 
forces opposing you on the battlefield. Once a battle has begun, 
immediately press A to get an overhead view of the battlefield. This gives 
you a valuable opportunity to gauge the size of enemy forces and allows you 
to assess their position in relation to your own. 

If you look closely on certain maps, you may notice strange circular 
discolorations on the terrain. You may find special items hidden in these 
areas, so note their locations and remember to examine them during a 
battle as you can’t examine them once the battle has finished. 

Familiarising yourself with every aspect of the enemy gives you the greatest 
chance of victory. Many battles are determined not by the strength of your 
forces but by cunning leadership. In some cases, you must outwit rather 
than overwhelm your foes. Always think before you react. Careful planning 
generally translates into success in battle. Emphasise teamwork on the 
battlefield. For one thing, attacking in groups adds a Support Bonus that 
greatly increases your chance of success. And because you control your 
forces’ attacking order, you can use strategy to find the best combinations. 
For example, if you attack a tough foe with a strong close-range fighter and 
fail to kill him, the enemy then gets the chance to counterattack. However, 
by first softening up the enemy with long-range attacks or spells, and then 
attacking with your close-range fighters, you can defeat an enemy without 
the threat of being injured by a counterattack. Using these types of tactics 
makes all the difference in the tough battles. 

elevatioN 

Elevation is another important factor you must always consider. If you study 
the terrain, you notice that no battlefield is completely level. In Vandal 
Hearts, characters gain Attack Bonuses by attacking on higher ground than 
their opponents. Unfortunately, enemy forces control these positions at the 
start of most battles, so your characters must move to acquire better 
positions. By attacking from lower ground, you’re less likely to hit your foe 
and less likely to inflict damage. 


asH 


Always protect Ash. In most scenarios, Ash’s defeat means defeat for his 






companions, therefore you must strive to keep him out harms way. You needn’t 
shelter him completely as he’s far too valuable a warrior to keep out of action. 
Simply try to expose him to fewer risks. Gold is another reason to be efficient 
on the battlefield. The better you perform, the more gold you earn. Once you’ve 
complete a battle successfully, a table displaying battle results appears on the 
screen, awarding gold for each kill you register, and subtracting it for each 
casualty. The better you perform, you more you get paid. 

BattlefielD oBiects 

Another intriguing element of Vandal Hearts is the way it lets you 
manipulate certain objects on the battlefield. You can push or examine 
boulders, crates, and switches to various ends. In certain cases, you can use 
a movable map item to your advantage: Line up an enemy and push a ^ 
boulder toward him to score extra damage. Use crates to block an enemy s 
path or to use as stepping-stones to reach higher platforms. Switches can 
also be used to activate machinery during certain parts of the game. 

upcRaoes 

When you enter a new city, immediately visit all of its sites. Often you can 
upgrade weapons, armour, and inventory in the shop, as well as unload old 
equipment. In the Tavern, talking to everyone rnay provide you with some 
valuable clues to aid you in your quest. The Dojo is another important 
facility where you can advance a character’s class. 

saviNC 

Finally, take time to save your adventure when ever possible. There’s 
nothing worse than making great strides through the game only be knocked 
back to a distant save point when you die. You can save games within any 
battle or city. 

Remember these standard battle procedures: 

* Use magic to attack heavily armoured opponents. 

* Use flyers to attack advancing ground forces. 

* Use heavily armoured characters to attack enemy archers. 

* Use archers to attack enemy flyers. 

* Keep magic users out of range from physical attacks. 

keys 

Each time you collect one of the following keys, place it in Ash’s inventory 
then visit the Dojo. As you leave the Dojo, the Dojo master asks you if you 
wish to transform and undergo the trials of Toroah. If you answer ‘yes’ and 
win the following battle, you receive the corresponding prism. Collect all the 
prisms and you advance Ash to the class of Vandalier. 







key #1: NOva key 

Found in Act I. Defeat the Death Ant in the battle at the Sands of Sea then talk 
to the woman in the tavern in Port City Minato; she gives you the Nova Key. 

key #2: eaRtH key 

Found in Act 11. A young man in the tavern at the Village of Yuzu is looking for a 
banana he dropped in the swamps. Find the banana in the battle at Loris 
Beach, it*s located in the centre tile of the small swamp that resembles a cross 
then return the banana to the young man and he gives you the Earth Key. 

key #^: maNa key 

Found in Act 111. In the final battle against Dumas, the Mana Key is located on 
a tile that resembles a star-shaped crater to the west. Activate the switch to 
lower a section of the battlement for your characters on the lower level to 
access this area. 


key #4: cHaos key 

Found in Act IV. You must retrieve all three collector’s treasures and bring 
them to the man in the tavern at the Trade City of Kerachi. The three 
treasures are as follows: 

Macroman: Found in the battle at Ygdra Canyon in Act II when Ash first 
meets Dolan and his group. The Macroman is located on a tile that 
resembles a circular patch of grass in the extreme north-west corner near 
where the group of Mad Soldiers are positioned. 

Tarot: Found in the battle at Basil Gate in Act III. It is located on a grass tile 
resembling a cross in the south-east corner. 

Ramen: Found in the battle at the Magic Train Station in Act IV. The Ramen is found 
on the tile that resembles a grate on the head train car where Dallas is located. 

key #s: Locos key 

Found in Act V in the battle against Salamander. It can be found in the centre 
area of the smallest lava pool located in front of Salamander’s initial 
position. Have a Hawknight or Skylord retrieve it. 

key #6: HeayeN key 

You must have all five prisms from the previous acts. Bring them to the weird 
man at the tavern in Act VI. He gives you the last and final Heaven Key. Once you 
get the last prism, Ash can advance to the most powerful class in Vandal Hearts, 
that of Vandalier, giving him the ability to cast every spell within the game. 









DiaBlO 


There are a total of i6 levels to the game. All the quests are generated in 
groups and sub-groups, and you don’t have to complete every quest to 
finish the game. For Group One. you get the chance to do one of two. in 
Group Two, you must do two of the three quests available. Again in Group 
Three you must complete two of the three quests. Group Four has you taking 
on two of the available three and in the last group. Group Five, you can do 
one of the two quests. The Chamber of Bone. Archbishop Lazarus and Diablo 
are all default quests in single-player mode, in two-player mode, the only 
quests available are The Butcher, King Leoric’s Curse, Archbishop Lazarus 
and Diablo. King Leoric Curse and Archbishop Lazarus appear on levels three 
and 15 respectively, instead of sub-levels. 

It*s worth saving your game just before you go into battle, thus giving you 
the chance to attempt the quest as many times as you want without losing 
everything. Also be prepared to sell items and build up your cash; this 
enables you to buy the rarer, more expensive items. If you have an item 
that’s not identified, you can pay Cain the Elder to identify it for you. 
Griswold the Blacksmith will pay more for it if you know what it is. 


townfoUc cHaaacteRS 

These are the people situated around the town and on its outskirts. All the 
people can help in some form or another, so talk to everyone. 

gRiswolD tHe BlacksmitH 

This chap is in the centre of the town. Here you can buy or sell your weapons 
for your next quest, and Griswold will also repair damaged items. 
Occasionally you can buy some magical items from him. 

apRia tHe witCH 

You need to leave the town and head south across the river and east to meet 
Adria. She can, for a small fee, recharge your staves as well as sell you 
powerful magical artefacts. You can also purchase mana potions from her, 
which you need as you get deeper into the dungeons. 

pilliaN tHe BaRmaiD 

You can find this person north of the fountain in the centre of the town. 

She’s one of the few people who can’t really offer you anything. She tells 
some stories that might link to certain quests, but apart from that, she’s no 
use. 
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caiN tHe eloeR 


This guy is found standing close to the fountain in the middle of the town. 

He advises you in some of your quests and is a wealth of information. For a 
small fee, he will identify any object you’ve collected on your quests. 

• Ogden the Tavern Owner 

This chap is located just north of Griswold and will, during the game, send 
you on two quests. He offers some information, but very little else. 

pepiN tHe HealeR 

To find this guy, you need to head to the west of the town. When you talk to 
him, you can buy health and rejuvenation potions to aid you in your treks. 

wRit tHe pec-lecceo bov 

Leave the town and head up to the north and over the river to be able to find 
this boy. Don’t be deceived by this guy’s looks; he can sell you some of the 
strongest magical weapons in the game, but be prepared to pay high prices 
for them. 


faRNHam tHe drunR 

This chap is tucked away at the back of one of the westerly buildings. When 
you approach, he moans about being left to drink in peace. This is about the 
best thing to do as well. He offers very little advice and does not sell or buy 
things. 


tHe came cHaRacteRS 

You’ve a choice of three different characters to play. Below is an indication of 
the maximums the player can achieve and extras you might be able to 
collect: 

Class MaxStr Max Mag MaxDex 

Warrior 250 50 60 

Rogue 55 70 250 

Sorcerer 45 250 85 

Bear the following points in mind too: 

• A warrior gains a further two Life points for every one increase in his Vitality. 

• A Rogue or a Sorcerer gains only one Life for every one increase in Vitality. 

• A Sorcerer gains two Mana points for one increase to their Magic. 

• A Rogue or Warrior gains only one Mana for every one increased in there Magic. 

• All the characters each have there own special ability as well. For the 
Rogue, it’s the ability to detect traps, while the Sorcerer’s ability is to 
recharge staves and finally the Warrior’s ability is to be able to repair things. 


MaxVIt Effect 
100 +2 life, +1 mana 

80 +2 life, +2 mana 

80 +1 life, +2 mana 








tHe puests 

kiNC leoRic's cuRse (skeletON Ring’s Lam) 


Group: i 
Dungeon level: 3 
Reward: Undead Crown 

Attributes: Armour Class 8, Life Stealing Ability 

Begin by talking to Ogden the tavern owner. He tells you the history of King 
Leoric and the curse - he’s damned to walk the dungeon floors as an undead 
warrior forever. His tomb is situated in the third level and is infested with 
swarms of skeleton warriors and zombies. As you progress down each floor of 
the dungeon, be sure to collect all the treasure and collect the weapons. If you 
become so stocked up you can’t pick up any more items, head back to the town 
and speak to the Locksmith or the Witch and trade your items with them for 
better ones or more money. When you finally reach the third level, use the Holy 
Bolt Spell to aid you in your effort to kill the undead King and take him out first. 
If you don’t, he resurrects any dead skeletons you vyaste. VVhen you’ve finished 
him off, collect the Undead Crown and kill the remaining minnows. 

poisoN wateR 


Group: 1 
Level: 2 

Reward: Ring of Truth . 

Attributes: Hit Points +10, -1 Damage from enemies, resistance to all magic +10 h 

Go and talk to Pepin the Healer to learn of the town’s poisoned water supply. 
You notice the water at the well is a yellowish colour, to indicate the poison. 
Head to level two of the dungeon for this quest and look for the enclosed 
room with some torches, surrounding a crack in the wall. Head through this 
into some caves and you find a spring that is the root of the poison infestation. 
You encounter small demons and goat men are guarding the area, so make 
sure you’re equipped with health orbs and mana orbs. Your aim, once in the 
caves, is to kill every single monster roaming the area. Progress slowly and 
take your time in your quest. Trying to run in and hit everything in one go 
results in you being overwhelmed and finally killed. When you’ve defeated 
everything, a horn sounds letting you know you’ve been successful. Now head 
back and see Pepin; he rewards you with the Ring of Truth. 

tHe BUtCHCR 


Group: 2 
Level: 2 

Reward: The Butcher’s Cleaver 

Attributes: Strength +10, Unusual Item Damage 








Head to the entrance of the cathedral and talk to the wounded warrior. He 
tells of a demon that has slain the townspeople and kills with a devastating 
weapon. Head down to the second floor of the dungeon and look for a small 
square room. You know when you reach it; inside is the spiked bodies of the 
dead he’s taken back to his lair. Make sure before taking him on you have 
defeated all the remaining beasts from the area. The one good advantage 
you have over him is that he can’t open doors, and you can use this against 
him. There are two ways in which you can now tackle him. The first is to get a 
Fire Wall spell ready, then open the door and cast it, before shutting the door 
on him. The second tactic is to lure him to a room that has railing in the 
walls. Enter into the room and shut the door before he tries to enter, then 
through the railings, shoot him using either spells or arrows to kill him, 
while holding him at a safe distance. When he has been killed, collect the 
Cleaver and add it to your inventory. 

OCPeN^S SICN 


Group: 2 
Level: 4 

Reward: Harlequin Crest 

Attributes: All Attributes +2, Armour Class -3, Damage from Enemies -i. Hit 
Points +7, Mana +7 

Second Item: The Ice Shank 

Attributes: Resistance to Fire +40%, +9 to Strength 

Talk to Ogden and he tells you of some creatures that have stolen his sign. 
You now need to head to level four in the dungeons to seek out the 
ringleader called Snotspill. He tells you where the sign is and warns you it’s 
being guarded by several meaty creatures. Find the sign and kill the beasts 
protecting it before using a Town Portal to get quick access from the area. 
Return the sign to Ogden and he rewards you with the Harlequin Crest. 
Using the teleport, go back to level four and find the infamous Snotspill. Kill 
him and his minnows, then search the carcasses to find the Ice Shank. This 
completes the mission and you can now return back to the town. 

gHaRBap tHe weak 


Group: 2 
Level: 4 

Reward: Two different magical items 

Proceed down to level four of the dungeon and you encounter Gharbad, who 
is a goatboy. When you’ve spoken to him, leave the room and wait a moment 
before returning. The second time, he gives you a magical item. Now leave 
and return for a third time. When you do this he stalls, telling you he’s 
almost finished making something great for you. Leave and then return for 
the final time. On this occasion, he explains the item made is too great for 





you or human kind. Kill him - it doesn't require a great deal of effort. He now 
drops the second item. Remember, every time you’ve finished talking to him, 
you must leave the area to trigger the next visit. 

tHe mapic ROck 


Group: 3 
Level: 5 

Reward: The Empyrean Band 

Attributes: All Attributes +2, Light Radius +20%, Fast Hit Recovery, Absorbs 
Half Trap Damage 

Griswold the Blacksmith tells you of a magic rock and the history 
surrounding it. You need to descend to level five and the catacombs to find 
the rock. When scouring the area you need to look carefully to find it, but it 
should be somewhere on or near a small table. Collect the rock and head 
back to the town and Griswold. He then makes you a magic ring. 

aRIBOUR of ValOR 


Group: 3 
Level: 5 

Reward: Arkaine’s Valor . r 1. * 

Attributes: Armour Class 25, Vitality +10, Damage from Enemies - 3 , Fastest 

Hit Recovery 

You need to go to level five and look for the large sealed room in the centre of 
the level. Enter through the two doors and kill the creatures roaming the area. 
You can now read the Book of Blood. Go to the next room and enter where the 
Pedestal of Blood is. On the floor nearby you find the Blood Stone. Pick this up 
and place it on the pedestal. This now opens a secret room. The pedestal can 
hold up to three of the Blood Stones you need to find. Enter the now-revealed 
secret room to find another stone. When you’ve placed this on the pedestal, it 
open another secret room, and this contains the third Blood Stone. When the 
final stone has been placed, the wall behind the pedestal opens and reveals a 
hoard of demon monsters. You now need to be ready with your weapon to kill 
them all, then you find Arkaine’s magical armour in the chamber. 

Halls of tHe blind 


Group: 3 
Level: 7 

Reward: The Optic Amulet 

Attributes: Light Radius +20%, Resistance to lightning +20% Damage from 
enemies -1 Magic +5 

To read the Book of the Blind, you need to drop down to level seven of the 
dungeons. Once you have read it, two doorways open into what looks like 






empty rooms, but they’re not. Inside you encounter some invisible creatures 
called Illusion Warriors. To defeat them, it’s best to stand by the door and kill 
them one at a time as they try to leave the room. Another thing to do is 
throw a spell or two into the room. The best one to use is the Fire Wall as 
you can roast a few beasts in one go. Once they’ve all been wiped out, 
search the area to find the Optic Amulet. 

ZHaR tHe mao 


Group: 4 
Level: 8 

Reward: Spell Book 
Random Magical Item 

In level eight of the catacombs is a library and inside you find Zhar studying. 
When you approach him, he doesn’t want to be bothered by you, so he hands 
you a spell book and tell you to leave him alone. Leave and then return. This 
time he gets enraged and attacks you if you either try to talk to him or search 
his personal bookshelf. You need to be quick to react to him as his Teleport 
and Fireball spells prove a deadly duo. Try to attack from a distance to stand 
any chance. If you get too close and involved in tight combat, it proves to be 
your death. If you want to use spells against him, lightning is about the best 
one to use. Don’t use your Fire spells as he’s immune from them. Once you’ve 
won you’re awarded a random magical item. 


tHe Black musHROom 


Group: 4 
Level: 9 

Reward: Spectral Elixir 

Attributes: All Attributes +3 permanently 

Descend to level nine of the dungeon and look for a book called the Fungul 
Tome. When you found it, bring it back to Adria the Witch. She then tells you 
to go back down to the ninth level and find a black mushroom from the 
mushroom patch. When this has been collected, head back to Adria and 
hand her the mushroom. She now advises you to talk to Pepin, who in turn 
asks you to find a demon’s brain. Progress to the caves and kill one of the 
demons and collect his brain for Pepin. Take the brain back to Pepin and he 
places it in the elixir - take this to Adria the witch. When you go to give it to 
her, she no longer require it. Drink the elixir to add points to your attributes. 
Slightly long winded, but easy enough to complete. 

tHe aNvil of fuRV 


Group: 4 
Level: 10 






Reward: Griswold’s Edge 

Attributes: Fire Damage i-io Chance to Hit +25% Fast Attack Knocks Target 
Back Mana +20 Hit points -20 

Head over to Griswold and he tells you of a mystical Anvil of Fury. The item in 
question can be found in the deep caves on a small island on level ten. 
Proceed out there and look for the Anvil. It’s will be guarded by a small hoard 
of beasts. To kill these guys, use the Lightning spells or if you’re the Rogue, 
use your longbow to do the damage. With everything defeated, collect the 
Anvil and head back to Griswold - he rewards you with Griswold’s Edge. 

WaRlORD of bLood 


Group: 5 
Level: 13 

Reward: Various Weapons and Armour 

This is one of the most difficult quests in the game, so get loaded up with 
plenty of health potions and mana potions. Go to level 13 of the dungeons 
and look for the book called the Steel Tome. When you’ve found it, don’t 
read it straight away or you release the Warlord and his army of minnows. 
Instead, go back to the village and talk to Cain. Now proceed back to level 13 
and take your time defeating all the monsters in the area before reading the 
book. Once the section’s free, read the book to unlock the Armoury. Upon 
entering you need to deal with the Blood Knights first this - gives you the 
ability to deal with the Warlord. To make matters worse, the Warlord is 
immune to Fire, Lightning and Magic, which makes things a lot harder if^ 
you’re a Mage. The best spell to use is the Stone Curse. If, however, you’re a 
Rogue or Warrior, use your more damaging weapons to defeat him. It’s 
worth saving the game every so often to help if you die. 

lacHPaNaN 


Group: 5 
Level: 14 

Reward: Veil of Steel 

Attributes: Armour Class 18 Resistance to all +50% Light Radius -20% 
Armour +60% Mana -30 Strength and Vitality +15 

To help in this quest, read about the tragic tale of Lachdanan in the History 
section at the front end of the game. Go to level 14 and seek him out. When 
you meet him, he tells you he’s cursed and he wants you to help in freeing 
him. To do this, you need to head to level 15 and locate the Golden Elixir, but 
at the same time, you need to deal with the creatures roaming the 
chambers. Once the Elixir has been located, return back to the knight 
Lachdanan and use it to free him from his curse. In return he rewards you 
with the Veil of Steel. 





tHe CHamBeR of BONe 


Group: X 
Level: 6 

Reward: Guardian Spell and Various Magical Items 

When you get to level six of the catacombs, you need to read a mysterious 
tome. When youVe done this, a previously sealed stairway opens. At the top 
of the stairs you enter into the Chamber of Bone. Just before you enter, be sure 
that you’re equipped with plenty of mana and health potions. Once inside you 
come face to face with an army of undead warriors, so use spells that have the 
most effect on creatures like these, including the Rre Wall. When all have been 
defeated, you should be able to collect the book with the Guardian Spell in it. 
Now search the area to find extra items that help in future quests. 

aRCHBisHOP lasaRus 


Group: X 
Level: 15 

Reward: Various Magical Items 

This guy is only second to Diablo, it’s a serious quest. Head down to level 15 
and you find a Vile Stand - the Staff of Lazarus lies on it. Collect the staff and 
proceed back to Cain the Elder. He tells you of the history behind it and 
advises you to go back. When you reach the level for a second time, a red 
new portal appears near a large pentagram on the floor. By walking into this 
you go to Lazarus’s domain. You need to take on a horde of witches and 
demons protecting the area. If you stand on the circles on the floor, you’re 
transported to other parts of the level. The final teleport circle takes you to 
Lazarus, near a sacrificial altar. He’s flanked by his witch guardians. When he 
starts talking, head out of the room. When he stops talking a secret room 
adjacent to you appears, crammed full of witches. Stand near to the door 
and try to take each one out as they try to get through. It’s also best to set 
up a Town Portal so you can get out quick if things become too much. Pick 
up all the magical items from the corpses and set about the Archbishop. Use 
Fire Wall and Stone Curse spells. 


DiaBlo 

Group: X 
Level: 16 

Reward: End of Game. 

After restocking and repairing back in town, it’s time to head back to level 15. 
Find the room with the pentagram in it, but this time it’s glowing a strange 
colour. Before standing on the pentagram and being teleported to meet 
Diablo, make sure that your equipment has resistance to fire up to 75% max. 
When you teleport, you see the dungeon’s split into four quadrants. The best 
tactic to use is to clear each area before progressing onto the next section. 






Don’t flick any of the levers until you’re ready, as doing this results in hordes 
more blood knights and hell horrors coming at you. Keep using the same 
tactics to clear all the areas and when you flick the final switch, this frees 
Diablo himself. If you approach him at a slow pace, he comes out to meet you 
in the final battle. This is the best way to tackle him, as charging in results tn 
you coming under attack from his minnows and normally proves futile. The 
best thing to use against him is the Holy Bolt spell as this does the most 
damage. Be stocked up with plenty of mana and health potions, because it 
takes more than one series of attacks to kill him. Eventually you kill him and 
the game finishes with a great gush of blood shooting from the dead body. 


weapoNS List 

SWORDS 



Damage 
or Armour 

Durability 

Dagger 

1-4 

16 

Sabre 

1-8 

45 

Short Sword 

2-6 

24 

Scimitar 

3-7 

28 

Blade 

3-8 

30 

Falchion 

4-8 

20 

Long Sword 

2-10 

40 

Claymore 

1-12 

36 

Broad Sword 

4-12 

50 

Bastard Sword 

6-15 

60 

Two Handed Sword 

8-16 

75 

Great Sword 

10-20 

100 

BOWS 

Short Bow 

1-4 

30 

Long Bow 

1-6 

35 

Hunter’s Bow 

2-5 

40 

Composite Bow 

3-6 

45 

Short Battle Bow 

3-7 

45 

Long Battle Bow 

1-10 

50 


Requirements 

None 

17 strength 

18 strength 
23 strength, 
23 dexterity 
25 strength, 
30 dexterity 
30 strength 
30 strength, 
30 dexterity 
35 strength 
40 strength 
50 strength 
65 strength 
75 strength 


none 

25 strength, 
30 dexterity 
20 strength, 
35 dexterity 
25 strength, 
40 dexterity 
30 strength, 
50 dexterity 
30 strength, 
60 dexterity 
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Short War Bow 

4-8 

58 

35 strength, 
70 dexterity 

Long War Bow 

1-14 

cLubs, 

60 

BluNt weapoNS 

45 strength, 
80 dexterity 

Club 

1-6 

20 

none 

Spiked Club 

3-6 

20 

18 strength 

Mace 

1-8 

32 

16 strength 

Morning Star 

1-10 

40 

26 strength 

Flail 

2-12 

36 

30 strength 

War Hammer 

5-9 

50 

40 strength 

Maul 

6-20 

50 

axes 

55 strength 

Small Axe 

2-10 

24 

none 

Axe 

4-12 

32 

22 strength 

Large Axe 

6-16 

40 

30 strength 

Broad Axe 

8-20 

50 

50 strength 

Battle Axe 

10-25 

60 

65 strength 

Great Axe 

12-30 

75 

staves 

80 strength 

Short Staff 

2-4 

25 

none 

Long Staff 

4-8 

35 

none 

Composite Staff 

5-10 

45 

none 

War Staff 

8-16 

75 

SHielDS 

30 strength 

Buckler 

1-5 

16 

none 

Small Shield 

3-8 

24 

25 strength 

Large Shield 

5-10 

32 

40 strength 

Kite Shield 

8-15 

40 

50 strength 

Gothic Shield 

14-17 

60 

80 strength 

Tower Shield 

18-20 

50 

Helms 

60 strength 

Cap 

1-3 

15 

none 

Skull Cap 

2-4 

20 

none 

Helm 

4-6 

30 

25 strength 

Full Helm 

6-8 

35 

35 strength 

Crown 

8-11 

40 

none 

Great Helm 

10-15 

60 

50 strength 








aamouR 



Damage 
or Armour 

Durabilitv 

Reouirements 

Rags 

2-6 

6 

none 

Cape 

1-5 

12 

none 

Cloak 

3-7 

18 

none 

Robe 

4-7 

24 

none 

Quilted Armour 

7-10 

30 

none 

Leather Armour 

10-13 

45 

none 

Hard Leather Armour 

11-14 

40 

none 

Studded Leather 

15-17 

45 

20 strength 

Ring Mail 

17-20 

50 

25 strength 

Chain Mail 

19-22 

55 

30 strength 

Breast Plate 

20-24 

80 

40 strength 

Scale Mail 

23-28 

60 

35 strength 

Splint Mail 

31-34 

65 

40 strength 

Field Plate 

40-45 

80 

65 strength 

Plate Mail 

46-50 

75 

60 strength 

Gothic Plate 

51-60 

100 

80 strength 

Full Plate 

63-75 

90 

90 strength 


SHRINeS 

During your many quests, you get the opportunity to head to certain shrines and 
activate them. This places an enchantment on you that gives a special ability. 
Below is a list of the shrines and what each one has to offer. A quote is also spoken 
when you collect the enchantment, and these have been included in the list below. 

NAME/ABILITY/QUOTE 

ABANDONED SHRINE / +2 dexterity / The hands of men may be guided by 
faith 

BLOOD FOUNTAIN / +i life / No quote (each drink restores one life) 
CAULDRON / Random Effect / Random quote 

CREEPY SHRINE / +2 strength / Strength is bolstered by heavenly faith 
CRYPTIC SHRINE / Casts Nova Spell / Arcane power brings destruction and 
restores mana 

DIVINE SHRINE / Restores health or mana and one full potion of 
rejuvenation or life / Drink and be Refreshed 
EERIE SHRINE / +2 magic / Knowledge and wisdom at the cost of self 
ELDRITCH / All poisons become potions / Crimson and azure become like 
the sun rejuvenation 

ENCHANTED SHRINE / Lose one spell level for one spell, all spells gain one 
level / Magic is not always what it seems other 

FASCINATING SHRINE / Lose mana, gain firebolt spell / Intensity comes at 
the cost of wisdom 










FOUNTAIN OF TEARS/-I to one attribute,+i to another / No quote 

GLIMMERING SHRINE / Identifies ail items in inventory / Mysteries are 

revealed in the light of reasons 

GOAT SHRINE / Random effect / Related quote 

GLOOMY SHRINE / -i max damage to all weapons, +2 to armour items / 

Those who defend, seldom attack 

HIDDEN SHRINE / One item in inventory-10 durability, all others +10 

durability / New strength is forged through destruction 

HOLY SHRINE / Teleports you to a new section of the level / Where ever you 

go, there you are .. * 

IMPOSING SHRINE / +2 dexterity / A surge of blood interrupts your 

MAGOL SHRINE / Casts mana shield / While the spirit is vigilant the body 


shines . . 

MURKEY POOL / Casts Infravision / No quote is given 

MYSTIC SHRINE / Lose all gold In inventory except one, gain experience 

points / Your skills increase, but at a price 

MYSTERIOUS SHRINE / +5 to one Attribute, -1 to others / Some are 

weakened while others grow . ^ 

ORNATE SHRINE / Lose mana, gain Holy Bolt levels if not already maxed out 

at level 15 / Salvation comes at a cost 

PURIFYING SPRING / Restores one mana point per drink / No quote given 
QUIET SHRINE / +2 to vitality / The essence of life flows from within 
RELIGIOUS SHRINE / Restores all items to full durability / Time cannot 
diminish the power of steel 

SACRED SHRINE / Lose mana, gain levels of charged bolt. / Energy comes at 

SECLUDED SHRINE / Gives map of current level / The way is made clear 
when viewed from above 


SPIRITUAL SHRINE / Gives a small amount of gold for each open slot in your 

inventory / Riches abound when least expected di^ccoH hw 

SPOOKY SHRINE / All other players get hit points restored / Blessed by 


benevolent companion 

STONE SHRINES / Restores charges 


in staves / The power of mana 


TAm^^^ User gets +1 stat, other players get -1 in all attributes / Those who 
THAUMATOWGyThViNE / Refills the chests on current level / What was 

once opened is now closed 

WEIRD SHRINE / +1 damage to all weapons in inventory / The sword of 
justice is quick and sharp 


209 




EXTREME SOLUTIONS-OUR V;aRD 

IS OUR BONO... 
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IT'S BACK - EXTREME SOLUTIONS BRING YOU ANOTHER HUGE 
VOLUME PACKED WITH TIPS AND SOLUTIONS TO THE LATEST AND 
GREATEST PLAYSTATION GAMES. CAN'T FIND THE LAST 
CHARACTER IN SUIKODEN? NO PROBLEM. NEED SOME FFVII 
SECRETS? YOU GOT 'EM. HERE'S TO VOLUME THREE... 
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